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TENcCHI UNIVERSE © 


FOREWORD 


I discovered the worlds of Tenchi much later in my "anime otaku life" than many of you. In 
1997 while writing the first edition of Big Eyes, Small Mouth, I went on an anime renting spree at 
my local video store. Unfortunately, their selection was sorely insufficient, partly because of their 
lack of understanding and appreciation of anime, and partly because the volume of anime tapes 
available in 1997 was significantly less than today. The store did, however, have the first four tapes 
of a series called Tenchi Universe, which was currently in first release from Pioneer. It looked like 
a good series, and I had heard positive remarks about the Tenchi Muyo! OAVs (which the video 
store did not carry), so I thought I'd give it a shot. I was hooked instantly. 


This caused a problem, because there were four more tapes still to be released. Over the next 
year, the video store finally managed to buy the entire series. That is, I assure you, the worst 
possible way to watch an anime series; it took over a year to watch 26 episodes, during which time 
the details of the plot faded from my memory. Consequently, I remember the Tenchi series I 
watched in 1997/1998 without great fondness. A pity, really. 


I refused to watch the Tenchi Muyo! OAV series until it came out on DVD several years later. I 
was very impressed with the story and visuals, and knew that I had to return to watch Tenchi 
Universe for a second time — this time, I would watch all eight tapes in a row. What a difference 
continuity makes! 


As the second Tenchi anime production, the Tenchi Universe episodes are an odd lot. They 
retell the events of the original OAV series, but skew many of the facts. I expected one person to fill 
a certain role, but the episodes would present someone different. Certainly, the maturity level 
between the OAVs and Universe episodes varied somewhat, as did the pacing of the plot. In many 
ways, it's very difficult to compare the two story arcs without confusing some of their elements. I 
think that Tenchi Universe had time to explore some character aspects that were not possible in the 
OAV, which is probably its greatest strength. I'm glad I didn't give up on Tenchi Universe in 1998 
as a result of the problems I had waiting to watch all the videos. 


This book was designed to help you contrast, compare, and integrate the Tenchi Muyo! OAVs 
(presented in the core RPG) and Tenchi Universe. | think that the perfect blend for an RPG 
campaign lies somewhere in between the two stories; this supplements helps you achieve this goal. 


Next up: the Tenchi in Tokyo arc! 


Mark C. MacKinnon 
July 2001 
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A NEw START 


Tenchi Universe is the first of two 26-episode animated 
television seasons that aired in Japan, starting in 1995. The series 
tells the story of Tenchi Masaki, a Japanese teenager whose life is 
changed forever when alien women drop out of the sky. Tenchi 
Universe is a romantic comedy, a space opera, and a super- 
powered adventure series. 


Tenchi Universe is not a sequel to the original Tenchi Muyo! 
OAV series. Instead, it is a retelling of the story, with similar 
characters but a very different story line. Many characters look 
and act the same, but they have altered origins, histories and 
interpersonal relationships. Tenchi Universe also leaves the cozy 
confines of the Masaki family residence, telling a story that 
introduces many new characters and other planets in the Tenchi 
universe. Tenchi and company visit resort worlds, space stations, 
haunted starships, ancient ruins, and planet Jurai itself. Tenchi 
Universe is a carnival ride across space and time. 


Usine THis Book 


Tenchi Universe is a supplement to Tenchi Muyo! The Role- 
Playing Game, and ownership of and familiarity with that game is 
necessary. This book provides information to help GMs run 
games or campaigns set in the Tenchi Universe background. GMs 
can also use elements from Tenchi Universe to flesh out an existing 
Tenchi Muyo! setting, mixing and matching bits of continuity to 
create their own alternative universe. After all, if the series 
creators can do this, there is no reason that you should not! 


This book focuses on the characters, plots, and settings of the 
26 Tenchi Universe TV series episodes. The North American 
subtitled release from Pioneer Entertainment (USA) Inc. serves as 
the primary source of game text, although the English dubbed 
edition is also used for reference. 


Tencui UNIVERSE 
EPIsoDpE GUIDE 


Tenchi Universe takes place in the late 1990s. The series is 
divided into three distinct story arcs, the first taking place on Earth, 
the second in various alternative universes, and the third in space. 


TENCHI ON EARTH 


This is the first story arc. It consists of 10 episodes that 
introduce the major characters. As the name suggests, most of the 
action takes place on Earth, in and around the Masaki residence 
near Kurashiki, Japan — the same setting as the original OAV series. 


EPISODE 1 
No NEED For Discussions! 


The episode begins as Tenchi walks down the steps of the 
Masaki shrine, wearing a school uniform. He sees a little cat- 
rabbit creature, but it suddenly turns into a cat. In the sky above 
Tenchi, a shooting star flashes by. 


In space, Galaxy Police officer Mihoshi’s patrol ship is in hot 
pursuit of space pirate Ryoko, who is aboard her ship Ryo-Ohki. 
The two starships fight a space battle, and both are badly damaged. 


Tenchi sees two objects fall from the sky, which crash in 
different locations near the lake. He goes to investigate and arrives 
at the site where Ryo-Ohki has crashed. In the wreckage he sees a 
woman with blue spiked hair: Ryoko. As Tenchi helps her out of 
the wreckage, he notices she is drunk. She claims to have been 
pursued by a space pirate and begs him to help her. Just then, a 
powered armour suit appears. Ryoko says it is the pirate. The suit 


opens fire and they run for it. Cornered on the edge of a cliff, 
Ryoko proposes leaping off, but Tenchi says he does not want to 
commit lover’s suicide. However, the powered suit trips over a 
discarded soft drink can and falls over, unable to get up. Ryoko 
kicks it off the cliff. 


At Tenchi’s place, Ryoko introduces herself to Tenchi’s 
grandfather, Katsuhito, and father, Nobuyuki, and repeats her 
story. Nobuyuki wonders if Tenchi and Ryoko have eloped. Ryoko 
says yes, but Tenchi denies it. The father and grandfather tease 
Tenchi, suggesting Ryoko would be a good bride. 


Night falls, and the powered armour suit closes on the house. 
Tenchi is pressed into nailing up the house’s typhoon shutters, while 
Katsuhito returns to the nearby Masaki family shrine. Inside the 
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house later, Ryoko plays video games and clings to Tenchi, 
disturbing the boy’s homework. Just then, the doorbell rings; it is 
the powered suit. The suit chases them through the Masaki 
residence, but Ryoko seems more amused than worried. Tenchi and 
Ryoko flee toward the family shrine. There, Katsuhito confronts the 
powered armour, drawing his wooden bokken; with one blow, he 
shatters the armour. Out falls a pretty woman. She produces 
credential that identifies herself as Galaxy Police Detective First 
Class Mihoshi, in pursuit of the infamous criminal Ryoko. 


Ryoko admits she is the space pirate, claiming Mihoshi would 
never have caught her if she hadn’t had a hangover. Announcing 
that it is time for retaliation, Ryoko chases Mihoshi and Tenchi 
back into and through the house. Tenchi picks up an improvised 
weapon and prepares to defend Mihoshi. Ryoko is impressed by 
Tenchi’s courage, so she relents. She claims she was just teasing 
them and might just surrender. Mihoshi uses her Galaxy Police 
pen to read off Ryoko’s rights, but half-way through her recitation 
Ryoko melts the pen. Mihoshi cannot remember the rest and gets 
confused. Ignoring her, Ryoko tells Tenchi she has had a lot of fun. 
Tenchi disagrees: he thinks she was a nuisance. 


Mihoshi settles in as a house guest and Tenchi repairs 
damage to the roof. Ryoko announces that she has decided to stay 
with Tenchi — no need for discussions! 


IMPORTANT Notes: Tenchi and his family, Mihoshi, Ryoko 
and Ryo-Ohki first appear. 


CHAPTER 1: 
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EPIsOovE 2 
No NEED For PrRInNcEssES! 


Another alien ship approaches Earth. It is the Jurai space 
yacht Ryu-Oh, and aboard it is the young Princess Ayeka and her 
Guardian logs Azaka and Kamidake. Ayeka is just passing by the 
planet, returning from one of a series of marriage meetings. She is 
tired of them, and wants a rest. She plans to rendezvous with her 
sister Princess Sasami’s ship and then return to Jurai. 


On Earth, Tenchi does chores around the house and Ryoko tries 
to get him to play with her. Mihoshi manipulates her cube to send a 
distress signal, although only 1 in 200 such signals lead to rescue. 


Aboard Ryu-Oh, Azaka announces that the ship is picking up 
a distress signal. They enter Earth’s atmosphere, hovering above 
the shrine. Ayeka teleports down to them, and Ryoko and Ayeka 
immediately recognize each other as old rivals. They exchange 
insults, and Ayeka decides to leave. Mihoshi begs to go with her to 
rescue her, while grandfather Katsuhito offers her tea and asks her 
about her planet Jurai. 


Ryoko tells how she first met Ayeka. As an innocent child she 
was playing in a field of flowers when an arrogant young Ayeka 
appeared. The haughty princess claimed Ryoko was trespassing 
on Jurai territory, took her flower, and drove her off. Mihoshi 
figures the event turned Ryoko to the path of evil. 


Ayeka and Tenchi take a walk in the beautiful autumn 
countryside, and find they enjoy each other’s company. Ryoko 
interrupts them, accusing Tenchi of flirting. Ayeka relates how, as a 
child, she was playing in a territory of the royal family with flowers 
in bloom, and then a young Ryoko showed up and stole the flowers 
she was braiding. Obviously, the two stories do not match — but 
Ayeka points out that Ryoko has been convicted of fraud. When 
Ryoko attempts to cuddle with Tenchi, Ayeka loses her temper. 


Ayeka takes off in Ryu-Oh (with Mihoshi on board) and 
prepares to attack. Ryoko summons Ryo-Ohki (now regenerated) 
and, with Tenchi in tow, boards her ship. Princess and pirate vow 
a fight to the death. Their respective passengers, Mihoshi and 
Tenchi, are terrified. The two ships appear evenly matched, but 
after Ayeka learns Tenchi is aboard, she concludes he has chosen 
Ryoko. She goes berserk and announces she intends to take them 
all to hell together. As Mihoshi panics, Ayeka rams Ryo-Ohki. The 
two ships are badly damaged and fall from the sky, crashing into 
the lake below. Luckily, everyone is unhurt, but both ships are 
completely wrecked. Tenchi seems to blame Ryoko. 


The shipwrecked Ayeka appears to be lying depressed in her 
room, and Tenchi goes to cheer her up. However, Ayeka is not 
unhappy. With a secret smile, she decides to take this as an 
extended vacation. 


IMPORTANT Notes: Azaka, Kamidake, and Ayeka first appear. 
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EPIsoDE 3 
No NEED For Worries! 


In the lake, an “egg” is being born from the ruins of Ryoko’s 
ship. Tenchi meets a young girl, Sasami, who says she is looking 
for her sister. The girl vanishes, and Tenchi tells his grandfather. 
Katsuhito teases Tenchi saying, “she may not be a phantom or a 
raccoon in disguise.” A moment later, Sasami shows up in 
company with Tenchi’s father. She is Ayeka’s little sister, come to 
take her home. 


The gang holds a goodbye party for Ayeka and Mihoshi. The 
Galaxy Police detective is happy, but Ayeka and Tenchi are a bit 
regretful. Ryoko begins to hint that she is pregnant, and returns 
with the egg from the lake, identifying it as her own and Tenchi’s 
baby. Tenchi does not appreciate the joke. Ryoko cracks the egg 
and out pops a cute furry cabbit. Sasami offers it a carrot, which it 
thinks is delicious. Sasami suggests naming it Tenko (a hybrid of 
Tenchi-Ryoko). Ryoko says the cabbit’s name is Ryo-Ohki. When 
Sasami's ship appears, Ryoko offers to escort them, and Ryo-Ohki 
reveals she can transform into a spaceship. 


Aboard Sasami’s ship, Ayeka reminisces about Tenchi and 
wishes she had told him how much she liked him. Tenchi is on 
Ryoko's ship. Ayeka gives him an emotional goodbye over the 
view screen. Unfortunately, while saying goodbye to Tenchi, 
Sasami realizes she has a carrot with her. Ryo-Ohki focuses on 
this and goes mad with carrot-lust, and ends up colliding with 
Sasami’s ship. They ram each other, and crash land back on 


Earth. Sasami’s ship is wrecked, while Ryo-Ohki ends up hurt 
(and covered in bandages). Everyone is stranded again. Sasami 
feeds sweet potatoes to Tenchi, and this time both Ayeka and 
Ryoko become jealous. 


IMPORTANT Notes: Sasami is introduced, and Ryo-Ohki 
makes her first major “cabbit” appearance outside the fleeting 
image of Episode 1. Sasami’s ship in Tenchi Universe is never 
named, but is obviously not the huge battleship, Tsunami. 


EPIsopE 4 
No NEED FoR Monsters! 


Another day begins at the Masaki residence: Sasami cooks, 
Mihoshi and Ayeka do chores, and Ryoko goofs off. Grandfather 
Katsuhito tells the story of the goblin in the shrine. It seems that 
long ago, a horrible goblin came fell from the sky. To trap it, the 
people built a shrine with a magical force field, which would seal 
the goblin in a cave. That is the origin of the Masaki shrine. Ryoko 
and Sasami decide it would be fun to investigate. 


That evening Tenchi returns from school, and is met by Ryoko 
— with a rope. She does not like ordinary dates; instead, she ties 
him up, and leading him on a leash, they visit the underground 
shrine. Ryo-Ohki goes looking for them, and locates Tenchi’s school 
bag. Back at home, Ayeka fears Ryoko has made off with Tenchi and 
bribes Ryo-Ohki with carrots to track him down by scent. 


<< } 
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At the cave, Ryoko and a reluctant Tenchi have opened the 
seal and entered the underground shrine. As they enter, a sucker- 
tipped arrow hits Ryoko in the head. It is the first of a series of 
annoying booby-traps that they encounter. Ryoko fights her way 
through them, growing increasingly angry, while above her, Ayeka, 
Sasami and Mihoshi enter the cave. Deep beneath the shrine, 
Ryoko locates the chamber where the legendary goblin was 
imprisoned, and finds a crystal meteorite in its heart. She decides 
it is a suitable private place to seduce Tenchi. 


Ryoko’s liaison is interrupted by Ayeka and company. An 
angry Ayeka decides to finish up Ryoko once and for all, revealing 
she also has considerable power. Ayeka and Ryoko begin a furious 
fight, which ends when Ryoko tears the top off the meteor and 
kicks it towards Ayeka. Unfortunately, that awakens the “goblin,” 
which emerges as a ball of light. Everyone runs out of the shrine, 
and Ayeka and Ryoko forget their quarrel and prepare to protect 
Tenchi. Just then, Katsuhito arrives and tells the “goblin” it has 
had enough fun. 


The goblin turns into a red-headed girl: she is Washu, greatest 
scientific genius in the universe. Ayeka and Mihoshi remember the 


CHAPTER 1: 


story of a mad scientist exiled 700 years ago. Grandpa says the 
locals instinctively realized something evil had arrived. Washu 
identifies Ryoko as a water-sprite, and, annoyed at the way Ryoko 
behaved, turns her into a little humanoid frog. She explains that 
she re-arranged Ryoko’s genes and accelerated the metabolism of 
her cells. Ayeka talks back to her and Washu retaliates by turning 
the princess into a frog as well. Tenchi politely acknowledges her 
power and asks for forgiveness. Washu says he is interesting and 
asks him to call her Washu-chan. Katsuhito takes this calmly, 
saying that another pretty lady has joined the household. 


Washu converts a storage closet into an extra-dimensional 
lab, and begins work on a new invention. Ryoko, now better, says 
Washu is even worse than a goblin. 


IMPORTANT Notes: Washu is introduced. 


EPIsoDE 5 
No NEED FoR PARTNERS! 


Galaxy Police Detective Kiyone, Mihoshi’s partner, is aboard 
her starship, Yagami, when she is woken up by a talking alarm 
clock. Kiyone believes Mihoshi died a month ago. This makes her 
happy beyond words. Unfortunately, she gets bad news soon 
afterward. The Galaxy Police tell her that Mihoshi is in the solar 
system. Kiyone is assigned to search for her — the nightmare is 
not yet over. 


At the Masaki house, Mihoshi has a quiet, sleepy day, while 
the others prepare to enjoy a Washu-remodeled bathroom. 
Meanwhile, Kiyone has tracked Mihoshi to Earth. She now sneaks 
through the woods near the Masaki estate, cube in hand, using it 
as a tracking device. Kiyone discovers Tenchi outside and he takes 
her to Mihoshi. Mihoshi is very happy to see her partner again, 
but Kiyone is devastated. 


Kiyone recognizes Ryoko as a wanted space pirate, and 
decides to arrest her. After a pause for dinner, they step outside to 
battle. Kiyone gives Mihoshi a second powered armour suit, and 
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she tries to help. Unfortunately, Mihoshi loses control of it. 
Ayeka, Azaka, and Kamidake assist Kiyone, and Ryoko is captured. 
Kiyone is reading Ryoko her rights (and Sasami and Tenchi 
promise to visit her in jail or write) when an out-of-control 
Mihoshi crashes into them, allowing Ryoko to escape. The fight 
ends in a draw. 


Kiyone relaxes in the bath and gets drunk with Ryoko, 
complaining that Mihoshi’s incompetence has destroyed her 
career and ruined her life. She then calls Jurai and reports that 
Ayeka and Sasami are on vacation. Kiyone and a reluctant 
Mihoshi prepare to take off to return to duty, when they receive an 
ultra-space message with new orders: They are reassigned to 
Earth, as resident officers in charge of the solar system. The 
Galaxy Police are happy that Mihoshi is out of their hair. Mihoshi 
is happy, as she can now stay with her new friends. Kiyone is not 
happy; she believes her career is in the toilet and her life is over. 


IMPORTANT Notes: Kiyone and her spaceship, Yagami, are 
introduced. 


EPIsove 6 
No Neep For RESIDENT OFFICERS! 


The two Galaxy Police officers now have an apartment in 
town. Unfortunately, life on Earth is expensive and they have to 
get part time jobs. Naturally, Mihoshi sleeps in. Kiyone awakens 
her, and makes a nice bowl of miso soup. Back at the Masaki 
residence, Tenchi leaves for school. Ryoko lazily watches TV while 
Ayeka and the others do chores. 


Kiyone and Mihoshi get a job directing traffic at a 
construction site. Kiyone does well, but Mihoshi messes 
everything up. Afterward, they go shopping, and Mihoshi fails to 
understand the idea of a “budget.” Then it is time for a second job, 
at a restaurant — once again, Mihoshi demonstrates her 
incompetence. Their working day is punctuated by a Galaxy 
Police emergency call from a spaceship near Jupiter. The pair 
wonder if it could be the Space Mafia, but it turns out to be 
nothing more threatening than an old lady’s space yacht whose 
valve needs fixing. After getting back, the officers are exhausted. 


Tenchi and the gang drop by to see how “Miho-Kiyo” (as 
Washu calls them) is doing, and bring food. Things are going 
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poorly: Japan’s in a recession, and good jobs are hard to find. 
Ryoko cannot resist teasing Ayeka, who threatens to retaliate with 
her logs. A fight breaks out, and while Ayeka and Washu both 
have force fields that can stand up to the damage, the backblast 
destroys most of Miyo-Kiyo's apartment. 


Later, Kiyone and Mihoshi go to public bath. Mihoshi 
convinces a reluctant Kiyone to do karaoke, an event that has 
become a regular thing with them. They go to a karaoke bar and 
sing a duet. 


MIHOSHI: 


You were deceiving me 

I was too naive 

When I first met the young businessman 
I thought he was nice-looking 

But his hair-piece slipped 

In the middle of our love-making 


KIYONE: 


You should have known better 
No matter how good a rug may be 
Looking closely will reveal it 
Ifsomeone is wearing a toupee 


MiHOsHI: 


But it’s okay now 
I don’t mind anymore 


BOTH: 


I let you deceive me 
‘Cause I've fallen in love with you 


Their revels are interrupted by a distress call, which provides 
an excuse to flee the karaoke bar without paying the bill (or 
returning the karaoke mike). They blast off to Saturn at full speed. 
There they discover a traffic accident between two spaceships, one 
of them a space taxi. After they sort it out and get home, it is late, 
and they are exhausted again. Kiyone worries that they'll need to 
find another part time job. Mihoshi falls asleep, and dreams about 
their karaoke session, a happy smile on her face. Kiyone watches 
her, and experiences a rare moment of affection for her partner. 
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EPIsopE 7 
No NEeEp For A CARNIVAL! 


It is festival time at the Masaki shrine, and Katsuhito is firmly 
in charge. Everyone but Tenchi and Sasami work as vendors. 
Sasami feels guilty that she isn’t working, but Tenchi says she 
works hard every day. He visits a stall and catches three goldfish 
for Sasami. 


Each of the girls has her own stand. Ryoko is working a 
goldfish scooping stand, with weird alien gold fish in the pool. 
Unfortunately, they are so big and scary that her stand is 
condemned as a hazard and shut down. Ayeka is running a 
shooting gallery, but since the targets are little Ryoko dolls, she 
enjoys shooting them so much that she ignores her customers. 
Kiyone is serving fried noodles with Mihoshi, but as usual, Mihoshi 
is messing things up — and Ryo-Ohki eats all their carrots. 


Ryoko tries new ways to make money. She splits herself in two 
and changes clothes, using an alien frog as a lure to market a “snake 
oil” cure. Tenchi exposes her, and she is out of business again. 


Washu sets up a “haunted mansion” in which visitors “tour 
the eight worst hells” of the universe, concealed behind different 
doors. Tenchi and Sasami discover these are real hells, and are 
nearly trapped in them. They barely escape the Sea of Magma, the 


Pool of Blood, the Hill of Needles and other terrifying places. 
Washu is surprised they made it out. Tenchi admits it was a bit too 
scary for them. 


Ryoko has refused to give up, and is now offering a chance to 
shoot little Ayeka dolls with a toy gun — right opposite Ayeka’s 
business. They soon forget about the customers and begin 
shooting at each other. Ayeka kicks down Ryoko’s stall and Ryoko 
returns the favour. 
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Rale-Playing Game and Resource Book 


Mihoshi and Kiyone are now selling cotton candy, and 
Kiyone sells some to Sasami. Washu has made them an ultra high- 
speed cotton candy making machine. Unfortunately, Mihoshi 
can’t stop it, and a wave of cotton candy begins to spread... 


As Ryoko and Ayeka face off, they recall an earlier meeting, at 
a fair on a planet near Jurai. They were both just kids. Ayeka 
remembers Ryoko was selling cabbit dolls, and she also stole 
Ayeka’s wallet. In Ryoko’s version it was a chilly night, she was 
cold, and no one had come to buy the dolls she laboured for hours 
to make. A mean Ayeka appeared, told her she was doing business 
without a permit, and pushed over her little booth. The war of 
words between princess and pirate is about to get physical when 
their duel is interrupted — the spreading landslide of cotton 
candy swallows them up. 


Night falls and the festival is over. Sasami watches her 
goldfish, and remembers Tenchi apologizing for the fair turning 
into a mess ... but she is not disappointed at all. 


EPisoveE 8 
No NEED For A Genius! 


The episode begins with a dream: Washu, in handcuffs, is 
being sentenced to incarceration in an Alpha-L model restriction 
capsule. Her crime was the invention of three super-weapons: the 
dimension-oscillating bullet, the orbital ozone-destroying 
cannon, and the time-space converting tachyon ray. Her sentence 
is exile to Earth. 


Washu is awakened by a robot Washu-puppet. She resumes 
work on a female robot that occupies a tank. She has just 
completed the project's third phase: the “meta-drive, propulsion 
system, and exterior coating.” 


Ayeka, Mihoshi and Ryoko watch TV soaps, although 
Mihoshi prefers children’s animation. Sasami wonders why 
Washu has not shown up for lunch, and Tenchi goes to the lab to 
check. The scientist shows Tenchi her newest creation: the female 
robot “Mecha-Washu,” (mechanical Washu). Washu explains that 
she is 700 years behind schedule and wants Mecha-Washu to be 
her assistant. 


CHAPTER 1: 
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Role-Playing Game and Resource Boak 


Mihoshi somehow manages to stumble into Washu’s pocket 
dimension. She examines a tubular scanning device. Washu 
explains that the device uses excess energy from pseudo space to 
duplicate digitized mind data. It is the mate to a second tube (in 
which Mecha-Washu is standing) and is intended to copy Washu’s 
brain pattern into Mecha-Washu. Washu asks Tenchi to hit a 
switch. Mihoshi tries to be helpful and hits the wrong ones, 
several times. The system explodes, but fortunately, no one is 
badly injured. 


Mecha-Washu awakens. Instead of having Washu’s mind, it 
contains a copy of Mihoshi’s mind. Unknown to everyone, this 
occurred when she accidentally left a piece of hair (containing 
genetic structure) in the scanning tube mechanism. Mecha- 
Washu escapes from the lab with a ravenous appetite. 


In the living room Ryoko and Ayeka are still watching space 
soaps when their programming is interrupted by the 
announcement of a bank robbery. Mecha-Washu appears (still 
eating) and is quickly chased outdoors by Mihoshi, Tenchi and 
Washu. Mecha-Washu has seen the bank robbery announcement, 
and babbles about wanting to save the hostages at the bank. 
When they try and stop her, she charges them with obstruction of 
justice. The robot unleashes the “Mecha-Washu Punch” — her 
forearm rockets out, knocking out Mihoshi — and readies the 
Mecha-Washu beam. As her creation wreaks havoc, Washu is 
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pleased the weapons she invented work. Ayeka and Ryoko 
complain about the noise interrupting their TV show. Mecha- 
Washu is distracted and attacks Ryoko while an oblivious Sasami 
tries to make dinner. As the fighting escalates, Washu’s doll- 
puppets — unsure to which Washu they should be loyal — cheer 
both sides. 


Washu uses “operation volley ball” and deploys a high-tech 
volley ball court from pseudo space. She then readies the “atom 
destroying volley ball” which will disrupt the atoms of the target. 
The ball misses, and is quickly punted between Ryoko, Ayeka, 
Tenchi, and Washu, before being knocked into the vegetable 
garden. It explodes, wrecking havoc among the carrots and 
distressing Ryo-Ohki 


Washu summons her laptop and activates a self-destruct 
mechanism. She makes a sad farewell to her creation: “Sayonara 
Mecha-Washu, I wanted to conquer the universe with you.” It 
blows up, but the head is still intact. Mecha-Washu calls for a 
(headless) spare body and promptly reattaches itself. Miffed, the 
robot declares it will punish them all for assaulting an officer, and 
begins firing beams in all directions. 


Mihoshi recovers consciousness. Kiyone returns, sees the 
shooting, and decides to intervene. Mecha-Washu and Mihoshi 
both complain that everyone is ganging up on them and whine to 
Kiyone to help them. Mecha-Washu starts to cry. Kiyone figures 
it out: the robot must have Mihoshi’s mind. She quickly realizes 
it must be Mihoshi’s fault and scolds her. However, if both 


Mihoshi and the robot think alike, there is a way to stop it. It is 
nearly six o'clock, and that means it is time for Metamor-Force 
(Moldiver), Mihoshi’s favorite anime show. As the robot is 
distracted, Kiyone is able to reach behind its neck and hit the “off” 
switch. Mecha-Washu shuts down. Tenchi praises Kiyone, saying 
she is an expert in how Mihoshi’s mind works. Kiyone says it is 
nothing to be proud of. 


Washu is not prepared to give up, and readies Mecha-Washu 
Mark II. Unfortunately, Ryo-Ohki had been hiding in the mind 
transfer tube, and the new Mecha-Washu acts like a cabbit. Ryoko 
is amused. 


IMPORTANT Notes: This episode provides more details of 
Washu’s past, and showcases the Mihoshi-Kiyone relationship. 
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EPIsovE 9 
No Ne&ep For Memories! 


It is a cold snowy morning. Tenchi awakes, and watches 
Sasami and Ryo-Ohki playing in the snow. He remembers doing 
the same as a little boy. Ryoko doesn’t like cold weather and she 
asks Tenchi to stop the snow. 


Tenchi visits the shrine to fetch Katsuhito for breakfast. Once 
again, he remembers a big snow fall when he was a child. He is 
surprised when Katsuhito attacks him with both a bokken and a 
second, hidden knife. The lesson is to never become overconfident 
or let your guard down; Katsuhito decides that Tenchi needs more 
training. Nobuyuki leaves for his office, complaining that his 
clients never give him any days off. 


Everyone is out in the snow: Tenchi practices swordplay, 
balancing on log posts as Katsuhito throws things at him; Sasami 
is skating; Ayeka’s Guardians have made snowmen. Ayeka spots 
Katsuhito and Tenchi practicing. She notices that Tenchi’s 
technique resembles the style used by the Jurai royal family. 


Nobuyuki is in his office, drafting house plans. A young 
woman named Reiko — apparently his secretary — enters. Reiko 
notices flowers. Nobuyuki says they are for her but she knows he 
is just kidding.. 


Role-Playing Game and Resource Book 


Ayeka asks Tenchi why he practices. Tenchi doesn’t know 
why, but he has done it since childhood. Meanwhile, Ayeka’s ship- 
tree Ryu-Oh sends out a signal from the lake. It has formed a seed, 
and is regenerating itself (it is 0.05% complete). It is rooted on the 
wreck of the main ship and cannot function independently. Ayeka 
says she has had Ryu-Oh since she was a little girl. She did not 
think it could regenerate on this planet. 


Kiyone has caught a cold. Mihoshi suggests Kiyone can get 
rid of it by giving it to someone else: she had a cold yesterday, and 
now it is gone. 


Nobuyuki returns home and everyone enjoys sake. 
Unfortunately, they soon run out. Faced with a sake crisis, Tenchi 
is sent to the store room to get some more. Kiyone rests in bed, 
while Mihoshi makes “sort of eggnog.” Nobuyuki and Katsuhito 
try the special “Beautiful Girl” sake, and grow maudlin together. 
Katsuhito tells Nobuyuki he is more a son than a son-in-law. They 
both reflect on how they used to hate the snow, but not any more. 
They toast the snow of their memories. 


Tenchi is still outside. As he runs back to the house, he feels 
ill and nearly faints. Sasami tries to get help, but everyone else is 
drunk or asleep. Sasami goes to Ayeka’s Guardians and tells them 
Tenchi is sick. They diagnosis him as suffering from a nasty case of 
flu, and recommend Ryu-Oh’s sap. A prayer to the seed causes it to 
emit a beam of light from which materializes a drop of sap. 


A feverish Tenchi dreams of playing in the snow, a flashback 
to a day when he was a little boy. He was making a snowman, 
when Nobuyuki arrived to tell him there was bad news, and to 
comfort him as he cried. Tenchi awakens to find Sasami beside his 
bed. He runs out into the snow, and remembers it was day like this 
when his mother died. He watches Nobuyuki and Katsuhito 
praying at his mother’s grave — this is what dad’s flowers were for. 
Nobuyuki says that Tenchi has lots of girlfriends now, and 
Katsuhito says his sword technique has improved. 


Sasami runs out and tells Tenchi he should be in bed, but 
Tenchi says he feels really good. His flu is gone, and he has realized 
what was upsetting him — the memories of childhood trauma. 
Ayeka’s Guardians wonder if Ryu-Oh’s sap should have worked on 
a human being. 


ImporTANT Notes: This episode shows the bonds of 
shared grief that unite Nobuyuki, Katsuhito and Tenchi. It also 
hints at the connection between Jurai and the Masaki family. 
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Role-Playing Game and Resaurce Book 


Episope 10 
No NEED FoR AN ArcH RIVAL! 


The episode begins on another planet. A cloaked woman 
overhears a group of wanted criminals as they gossip about Ryoko. 
They know the space pirate has settled on a middle-of-nowhere 
planet called Earth, and is shacked up with some guy. The 
criminals recognize the woman as a bounty hunter. They draw 
weapons, but she uses her energy sword to disarm them. She 
demands they tell her about Ryoko. 


Back at the Masaki residence, Tenchi is out in the fields 
planting more carrots. He sees what he thinks is Ryo-Ohki, but it 
turns out to be a strange brown cabbit. Then something takes him 
by surprise. 


Ayeka has noticed that both Tenchi and Ryoko are missing, 
and she fears they are having a secret date. Kiyone, Washu, and 
Mihoshi think she’s getting a bit paranoid. The light brown cabbit 
suddenly appears inside the house. Ryo-Ohki sees it, and the two 
cabbits fluff up, hissing at each other. The others offer them carrots, 
telling them to calm down and be friends. Mutual carrot munching 
takes place, and the two cabbits begin to bond with one another. 


Ryoko shows up — it turns out she’s just been in the bath. 
She identifies the cabbit as Ken-Ohki. When Ken-Ohki phases out 
through the door, Ryoko leads the others in pursuit. 


: 


The cloaked woman appears, revealing herself as the bounty- 
hunter, Nagi. She wants Ryoko’s head. Kiyone warns her, saying 
she is out of her jurisdiction. Nagi displays her contempt for 
Kiyone, remaking that the officer was once considered the best of 
her generation of Galaxy Police, but is now a hard-luck case. 
Kiyone is mortified and blames Mihoshi. Mihoshi “defends” her 
partner, saying that Kiyone gets 200 yen more per hour than she 
does — Kiyone’s no loser! Nagi tires of this argument and tells 
them that she has taken “Ryoko’s man” hostage — if they want 
Tenchi back, come to Venus! Naturally, Ayeka disputes the 
“Ryoko’s man” part. Ken-Ohki transforms into a spaceship and 
takes off, teleporting Nagi aboard. Ryo-Ohki is disappointed that 
her new friend has vanished. 


The women board Ryo-Ohki and Kiyone’s ship, Yagami, and 
lift off in pursuit of Tenchi. Kiyone describes Nagi as a lone wolf 
bounty hunter, the best in the universe. Ryoko says they are arch- 
rivals, hunter and hunted, who have battled many times in the 
past. No one except Ryoko has survived Nagi’s hunt. As the gang 
reaches Venus, Ryoko warns the others to stay out of it — this is 
her fight. They reluctantly agree. 


Ryo-Ohki and Ken-Ohki confront one another in space, but 
Ryo-Ohki does not want to shoot at her fellow cabbit. Ken-Ohki 
opens fires, but is also unwilling to press the attack. With their 
cabbits reluctant to fight, Ryoko and Nagi decide to settle it face- 
to-face. Washu is enjoying the spectacle. She creates a domed area 
on Venus that resembles an Old West town for their duel. Ryoko 
finds Tenchi bound and gagged. Nagi promises to return him if 
she wins. Ayeka, for once, finds herself telling Ryoko not to lose. 


Nagi and Ryoko are evenly matched. While Nagi is 
distracted, Ayeka tries to free Tenchi. Nagi intervenes and attacks 
Ayeka, whose logs protect her. This distracts Nagi long enough for 
Ryoko to recover and blast Nagi unconscious. Ayeka and Ryoko 
claim they planned it all in advance. The others are more 
skeptical. Nagi admits Ryoko has won; unable to bear defeat, she 
tells Ryoko to finish her off. Ryoko is on the point of agreeing 
when Ryo-Ohki bounds into her path and meows for mercy. Nagi 
says that Ryoko will regret not finishing her off. Ryoko claims she 
has never regretted anything in her life. Ryoko tells Ryo-Ohki she 
can find a much better guy and she should get over Ken-Ohki. 
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Although Ryoko and Ayeka both wanted to be the ones to 
untie Tenchi and “rescue” him, it is Sasami who gets to Tenchi first. 
Ryo-Ohki pines, wondering when she will see Ken-Ohki again. 


IMPORTANT Notes: This episode introduces Nagi and Ken- 
Ohki, and sees the women begin to draw together in support of 
Tenchi. 


TIME AND SPACE 
ADVENTURES 


This three-part story arc sees six of the main characters 
creating their “perfect worlds” as a result of a malfunctioning 
machine. It highlights the developing love triangle between 
Tenchi, Ayeka, and Ryoko, while illuminating aspects of Sasami, 
Mihoshi, and Kiyone’s character. 


EPIsopE 11 
TIME AND SPACE ADVENTURES PART 1 


The girls are relaxing in a hot bath. Mihoshi and Kiyone are 
visiting, complaining that they can only afford a bath every three 
days. Nobuyuki and Tenchi are bathing in the men’s section, but 
they discover an inter-dimensional underwater passage. When 
they follow it, Tenchi is embarrassed to arrive in the girl’s bath, 
and Nobuyuki is disappointed to find himself in the kitchen. 


Role-Playing Game and Resource Book 


Washu is working on a new invention and cackling evilly. She 
explains the resulting weirdness involving the bath was because 
she was testing her Dimension Tuner. This “dimensional cause 
and effect controller” is a huge machine that Washu proclaims it 
her best invention in 700 years. The machine determines variable 
factors in time and space based on certain criteria. Its user can 
create a certain nexus from the infinite probabilities that exist in 
time and space. In other words, someone can use it to change the 
world into whatever he or she wishes. 


Ryoko and Ayeka want to borrow the machine to use it to get 
Tenchi, but Washu says it is not finished. Disappointed, everyone 
leaves. Mihoshi and Kiyone are about to leave for their apartment, 
but Mihoshi is hesitant to do so because they haven’t paid rent in 
awhile. They accept an offer to stay. 


That night, Ryoko sneaks down into the lab to get at the 
machine and turns it on, hoping to create a world for her and 
Tenchi. She is met by Mihoshi, Ayeka, Sasami, and Kiyone- all of 
whom also want to create their own perfect worlds. They all 
struggle over programming the device and the machine overloads, 


Washu is upset — the control panel is ruined, and the 
machine is out of control! She warns that everyone will soon be 
travelling through entangled time and space. Washu says she will 
try and fix the Tuner, but if she fails they may be drifting through 
other the many possible worlds forever. 


CHAPTER 1: 
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Role-Playing Game and Resource’ Book 


The first world is old Japan. Ayeka is a noblewoman, while 
Tenchi is a lord engaged to marry her. There is a wicked demon 
terrorizing the capital, and Ayeka asks Mihoshi and Kiyone, two 
police women, to protect her. When they are reluctant, she offers 
them promotions. Tenchi has also been ordered (by the emperor) 
to subdue the demon. 


Tenchi meets Ryoko (and Ryo-Ohki), who seems to be his 
secret mistress. Tenchi has bad news: he has been ordered to 
subjugate the Demon of Rasho-Mon. Ryoko volunteers to help, 
but Tenchi say that Ryoko is the demon! Ryoko has committed 
one crime after another. Ryoko confesses her love for Tenchi, and 
embraces him atop the roof. He does not want them seen 
together but, unfortunately, Kiyone and Mihoshi arrive and catch 
them embracing. 


Kiyone promises not to reveal their secret affair, but Mihoshi 
blurts it out in Ayeka’s presence. Ryoko decides she will elope with 
Tenchi. Ayeka produces a naginata and attacks Ryoko, who fights 
back with her fireballs. As they play tug of war over Tenchi, back 
on Earth, Washu hits “cancel.” One dimension erased, several 
more to go! 


IMPORTANT Notes: While Ryoko has been chasing Tenchi 
for many episodes, this is the first time that Tenchi reciprocated. 
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EPIsobvE 12 
TIME AND SPACE ADVENTURES PART 2 
NRE ET ES SE ET OS a 


The world is contemporary Japan, and a ship is pulling into a 
harbour at a quiet sea-side town. Kiyone is there, reflecting on her 
life. It has been a number of years since she gave up her career as 
a police detective to embark on an endless journey. It was her only 
choice to escape the nightmare that her life had become, the 
shattered wreck that was her career. Perhaps now, in a sleepy port 
town at the edge of the world, she has finally found peace. 


Tenchi runs a noodle restaurant, which serves north- 
country noodles. Sasami and Ayeka run a competing diner- 
tavern, but Ayeka likes to visit Tenchi. Kiyone arrives, and gets a 
job at Ayeka’s place. 


A few days later, various rowdies including a drunken Ryoko 
and Tenchi’s dad and granddad are drinking in the tavern. Kiyone 
is waiting on them. Ryoko and Ayeka feud over who is Tenchi’s 
sweetheart. Kiyone doesn’t mind — she thinks the tavern is a fun 
place with fun people. Her heart has been frozen for so many 
years, but is starting to thaw. Kiyone watches the ocean, and 
relaxes, thinking her long nightmare is finally over. 


The door to the tavern opens and Mihoshi appears, saying 
she has been looking everywhere for Kiyone. Mihoshi has been 
promoted to a top police position and wants to resume their 
partnership. Kiyone is devastated. At the phrase “Partners 
forever...” she runs screaming, fleeing onto a train, wondering how 
she will ever escape the nightmare that is ... Mihoshi. 


Washu cancels the dimension. 


In the next world, Ryoko and Ayeka are school girls. Ryoko is 
a juvenile delinquent, while Ayeka is president of the student body. 
Tenchi is a student they both love. A mysterious little girl, Sasami 
perches on a tree, watching them. 


Mihoshi and Kiyone are school teachers; Mihoshi arrives 
late for school, then puts her class to sleep with a boring retelling 
of the legend of the love triangle between two Japanese nobles and 
the legendary demon of Rasho-mon (see “Time and Space 
Adventures Part 1”). The students break for lunch (Ryoko’s lunch 
box includes sake). 
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Tenchi plays baseball. A stray balls leaves the court and 
bounces into the woods outside the school, where it strikes Ryo- 
Ohki. Tenchi follows the ball and discovers the injured cabbit, 
and bandages her. He meets the cabbit’s owner, Sasami, who falls 
in love with him. Ryo-Ohki startles Tenchi by talking. Sasami is 
not an ordinary girl either: she is a visiting princess from the 
Magic Kingdom. 


After school, Ayeka asks Tenchi to walk home with him. 
Ryoko disputes this, and the two get into a tug-of-Tenchi. Worried 
about Tenchi being caught in a fight between the two girls, Sasami 
transforms herself into Magical Girl Pretty Sammy using the 
words: “Jugem, jugem, gokoh-no surikire, Sammy Davis broiler 
chicken!” In this form, she has a wand with a heart-shape, two 
puff-balls, and a swirl of crystals. 


As a fight breaks out between Ryoko and Ayeka, Pretty 
Sammy appears. She declares that fighting is no good! Everyone 
should be friends and cheerful — that’s the first step to peace! 
Pretty Sammy uses her “Pretty Archery Set-Up” power to form a 
bow and arrow from her wand, and prepares to fire cupid-like 
arrows of love and friendship. With the magic phrase “Jugem, 
jugem, gokoh-no surikire ... be friends, you two!” she ends Ryoko 
and Ayeka’s rivalry. Unfortunately, her magic is a bit too powerful: 
Ayeka and Ryoko become more than just friends — the magic 
makes them fall in love with each other. 
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Role-Playing Game and Resource Book 


EPpisopeE 13 
Time AND SPACE ADVENTURES PART 3 


In modern Japan, Mihoshi and Tenchi are living together in 
domestic bliss: Mihoshi is a house wife; Tenchi is her husband and 
a salaryman who works in an office; Sasami is their daughter; and 
Ryo-Ohki is their pet “cat.” The last member of the household is 
Ayeka, an old maid and nagging sister-in-law who scolds Mihoshi 
for her poor cooking and housekeeping 


Mihoshi goes shopping, but the meat market sale turns into 
World War III in a super market. Mihoshi is exhausted. She 
drops by an office and visits old pal Kiyone for lunch, and bores 
her silly with tales of how mean Ayeka is. Later, Ryoko, a 
lecherous widow, asks to go in and borrow some sauce. She flirts 
with Tenchi, which upsets Mihoshi and Ayeka. Ayeka and Ryoko 
argue, and Mihoshi cries. 


Elsewhere in time and space, it is the Roaring Twenties in 
America. Tenchi and Ryoko are a Bonnie-and-Clyde pair who are 
robbing the national bank. There's a $50,000 reward for them, 
and Ryoko is having the time of her life — but Tenchi does not find 
being chased by cops very amusing. 
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Role-Playing Game and Resource Book 


Their crime wave continues. The Pioneer newspaper reports 
how Ryoko the Gangster is terrorizing the whole USA despite a 
nation-wide manhunt. Her accomplice is Tenchi Motherskey, 
grandson of Reverend Mothersky of St. Masaki, a kidnap victim 
who is now suspected of having assisted Ryoko in the shooting at 
the Bronx Central Bank. FBI officers Mihoshi Grammy and Kiyone 
McKinby declare the fugitives will soon be arrested. 


The Jurai Financial Group’s Miss Ayeka Jurai, Tenchi’s 
fiancée, is critical of FBI incompetence. She offers a million dollar 
reward. She also has a double-barrel shotgun, and is ready to hunt 
Ryoko down herself. Ryoko and Tenchi hit Las Vegas. Tenchi 
reluctantly co-operates, as the “Ryoko Gang” break casino banks, 
make headlines, and race across the desert. The newspapers 
report Ayeka’s fury. 


Tenchi and Ryoko observe the Seto, uh, Golden Gate, bridge 
and watch the stars together. Ryoko is happy, Tenchi less so. 
Washu appears and tells them the Dimension Tuner is fixed, and 
she has eliminated all the worlds — except one. That is the 
problem. Ryoko was the first to tamper with the machine, so this 
world reflects her idea of a perfect world. Washu cannot eliminate 
it unless Ryoko co-operates. 


Ryoko does not want to give up this world. She tells Tenchi 
that she thought they had a bond together. Ryoko wants to stay 
— this is her ideal world, the world she desires. However, after a 
few hours of reflection, she changes her mind. Ryoko tells Tenchi 
that she has realized this dimension isn’t real. Holding Tenchi’s 
hand, she vows that “someday I will take you on a real journey 
with me...” 


Washu cancels the dimension. Everyone is back at the 
Masaki residence, relaxing. A bit later, Tenchi sees Ryoko resting 
atop the shrine’s gate, and he tosses her an apple, smiling at her. 


IMPORTANT Notes: This episode is a turning point in 
Tenchi’s relationship with Ryoko. He begins to stop thinking of 
her as an nuisance and starts thinking of her as a person. 
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THE REBELLION 


This is the start of the rebellion story arc that will continue 
until the end of the series. 


EPIsopvE 14 
No NEED For A REBELLION! 


A ceremony is underway at the royal palace on Jurai. A man 
walks through a big double doorway, and down a long pathway 
lined with guards. He seats himself on an impressive outdoor 
throne. Back at the Masaki residence, Ryu-Oh’s tree is growing. 
Ayeka says that Jurai trees are very strong and can survive on little 
soil and water for thousands of years. 


As Tenchi heads to school, Ayeka complains Ryoko is 
skipping chores. Tenchi gives Ryoko a mild scolding as she flies 
along, chatting happily with him. It has been three months since 
they first arrived. Ryoko says every day is like a dream, and she is 
having fun. She wants it to be like this forever. 


Kiyone gets a message from the Galaxy Police. Her request 
for transfer has been accepted, and she is being promoted and can 
go back to HQ. Mihoshi starts packing as well, then realizes she 
isn’t going with Kiyone, and throws a tantrum. She insists she 
can’t live without Kiyone. 


Later, Tenchi is returning home when he spots a big Jurai 
spaceship overhead, which vanishes into the sky. He finds his 
house has disappeared! Ryo-Ohki meows at him. Katsuhito joins 
them, having been in the shrine. Suddenly, a pod lands, and opens 
up, revealing Mihoshi, Nobuyuki, Washu, and Kiyone. Washu 
says they were taken by surprise, and that Ryoko, Ayeka, and 
Sasami are prisoners. They explain that the house was shrunk to a 
portable size, then teleported into a Jurai warship. Jurai soldiers 
informed Ayeka and Sasami that they were under arrest for high 
treason. Ryoko was gleeful at the prospect of a coup, but while she 
was laughing at Ayeka, the soldiers recognized her as a space pirate 
on the most-wanted list, and arrested her as well. 


Inside the Jurai warship, Ayeka, Sasami, and Ryoko are locked 
in a cell with a force field door. Ryoko tries to mentally contact 
Ryo-Ohki. She teases Ayeka, telling her that high treason carries a 
death penalty. Ayeka retaliates that space piracy carries a 700 year 
sentence. Neither is happy. 


The ship’s captain uses a space radio to talk to a Jurai admiral, 
who informs the captain that “Yosho” is pleased they have 
captured the traitors. A UFO is detected approaching the ship, 
however. The UFO is the Kiyone’s ship, Yagami. Kiyone tells the 
captain he should turn Ryoko over to her, since space pirates are 
under the jurisdiction of the Galaxy Police. This is a ruse to let 
them get close to the ship. Washu has a new invention: a door that 
works as a portal, with an 800-metre range. Tenchi, Washu, 
Katsuhito, Nobuyuki, and. Ryo-Ohki go through it, leaving 
Mihoshi and Kiyone aboard the Yagami. 


Tenchi and company sneak through the ship, looking for the 
prisoners, but security cameras spot them. A horde of Jurai 
soldiers attacks but Tenchi and Katsuhito draw bokken and 
quickly defeat the guards. When they discover the cell, Washu 
tells Ryo-Ohki assume her spaceship form inside the battleship, 
which allows them to burst out (damaging the ship in the process). 
Ryo-Ohki outruns the enemy fire, but they are forced to flee from 
Earth, which is only a vanishing speck. Nobuyuki bids it goodbye. 


IMPORTANT Notes: This episode is the first to showcase 
Tenchi’s fighting prowess. It introduces Kagato (the false Yosho in 
the throne room) and marks the start of the rebellion story line 
and their space adventures. It will be 12 episodes before they see 
Earth again. 
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EPIsobpE 15 
No NEED FoR AN Escape! 


Kiyone and Mihoshi have returned to Galaxy Police 
Headquarters. They welcome the hustle and bustle of the space 
station, and realize how long it has been since they were there. 
Kiyone reports to the Detective Sergeant, while Mihoshi heads to 
the cafeteria. 


Kiyone meets her redheaded colleague, Mitsuki. She 
gleefully informs Kiyone that all the other officers have been 
promoted: Niwase is Chief of the Public Safety Division; Achi is 
Marshal of the Sirius Branch; and Mitsuki is now in the Special 
Investigation Unit. On the other hand, Kiyone is now assigned to 
Investigation Unit 9, dealing with “minor incidental jobs.” Kiyone 
thinks Mitsuki is simply nasty. 


Kiyone’s new boss tries to pump her about her relationship 
with Ayeka, and tells her the Galaxy Police are searching for the 
escaped princess. A mysterious gentleman from either the 
Intelligence Bureau or Jurai Embassy lurks in the corner of the 
room, listening to what Kiyone says. 


The Galactic Network is interrupted by an emergency 
broadcast: Jurai’s Planetary Council has approved a new emperor! 
Mihoshi (in the cafeteria) and the exiles aboard Ryo-Ohki have also 
seen the broadcast. The throne had been vacant pending the 
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marriage of Princess Ayeka. The sudden ascendance of a new 
emperor has caused some confusion, but the government 
promises to have everything under control. The emperor's name 
is Yosho, but Ayeka says this is impossible. Kiyone also wonders 
about the name. Jurai Intelligence says that he is the legitimate 
successor, the legendary warrior who returned to the planet after a 
long absence, when he was believed to be dead. 


Ayeka is upset — she has heard of Yosho many times since 
childhood. He was supposed to have been the best swordsman in the 
Empire, a noble prince who gave up his position and disappeared 
many decades ago. Why did he suddenly come forward? Ryoko says 
she must be a fake or a con man, but Washu says it is impossible. Any 
claimant to the throne must have Jurai Power, which only the royal 
family possess — a power said to even surpass that of a god. 
Without demonstrating Jurai Power, the council would not have 
approved the claim. Worse, the news broadcast declares that Ayeka 

_ isa fugitive and a traitor, having attempted to launch a coup against 
the new regime. Ryoko teases Ayeka about how “bad” she is. The 
news then alleges that Ryoko and the others are working with Ayeka, 
which dampens her amusement. 


Kiyone decides that Ayeka is being framed, but plans to act 
cautiously — a good plan, since the Jurai agents are watching her. 
The Jurai agent and Galaxy Police officers are plotting together: 
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the police plan to turn Ayeka over to Yosho should she be 
captured. Unfortunately, Mihoshi, who had come looking for 
Kiyone, overhears their plotting. They decide to arrest Mihoshi 
and Kiyone, and sound the alarm. Kiyone is quickly arrested by a 
posse of officers led by Mitsuki. She cattily insinuates that Kiyone 
may have financial problems and that these are what led Kiyone to 
treason. Kiyone is indignant, but before she can be cuffed, 
Mihoshi arrives with the Yagami, and rescues her. They flee 
police headquarters. 


Aboard Ryo-Ohki, Ryoko and Ayeka continue to feud. 
Everyone wonders what to do now. Katsuhito takes charge, and 
says they should go to Jurai to prove their innocence. Ayeka 
agrees. Then Ryo-Ohki spots a large fleet of Galaxy Police ships 
coming toward them. 


Aboard the Yagami, Kiyone is berating Mihoshi for having 
gotten them into trouble. They hear the Galaxy Police have 
located Ayeka in space zone 247. Ryo-Ohki is dodging the Galaxy 
Police fleet’s fire, but is taking damage, running out of power, and 
is about to be surrounded. They are saved when Yagami arrives 
and opens fire with its missiles. This gives Ryo-Ohki the chance 
she needs to break out and escape. 


Back on Jurai, the military leaders announce they have 
captured most of the main claimants to the throne (other than 
Ayeka) at Yosho's orders — long live the new emperor! The Galaxy 
Network reports that Kiyone and Mihoshi are now involved in the 
coup, which has embarrassed the Galaxy Police. Kiyone hears the 
news and is upset, but Mihoshi is still cheerful. Kiyone says 
“Mihoshi, you are my bad luck charm.” Ryo-Ohki is resting inside 
the Yagami while Ryoko decides to get drunk. 


IMPORTANT Notes: This episode establishes that there is a 
conspiracy in Jurai and the Galaxy Police to support Yosho. The 
Yagami becomes the mobile home of Tenchi and company. The 
Galaxy Network news is introduced, and its broadcasts will play a 
significant role in the story. 


EPIsoDvE 16 
No NEED For Hipine! 


The narration explains that Yosho was the best swordsman 
on Jurai, and gifted with unmatched mastery of Jurai Power. He 
was remembered as a compassionate and affectionate person, but 
he disappeared, leaving only a station behind. His legend has 
endured for generations.... 


Tenchi and company have restored the Masaki house (and 
Ayeka’s Guardians) to full size in the Yagami's cargo bay, which is 
a perfect fit. Inside these homely environs, Nobuyuki enjoys some 
quality time with Katsuhito, while Ryoko and Ayeka play tug of 
war over Tenchi. Kiyone and Sasami are on the bridge. Kiyone 
summons the others, but they are slow to come since they are 
singing karaoke. 


RYOKO SINGS: 


Tonight’s the night that I'm gonna have my desire 
Most people think I'm aloof 

Because I'm such a beauty 

Don't worry about it, only for you 
Heaven’s given you a chance 

I can reserve the honeymoon suite 

At the sweetest hotel 

Don't worry about catching the last train 
Don't you know it’s Christmas time 

Come on, baby, we can do whatever we like 
We can party all through the night 

It'll be our celebration 

Don't be a square 

The liquor store is still open now 
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AYEKA SINGS: 


Oh, Iam the only one 

You've never known someone like me 
So witty and so beautiful 

Yes, I'm the only one 

Just try to find a fault with me 

It’s like looking for a needle in a haystack 
And I can’t even say 

The half of what I want to say 
Because I am so modest 

So now I say to you 

You 700-year-old mummy woman 

I envy your incredible bluntness 


When people finally show up, Kiyone says they have an 
emergency: the Yagami is running out of fuel and they cannot 
afford to visit a gas station. No one brought anyone money, and at 
the last stop, it was Ryoko’s idea to spend all their petty cash on the 
new karaoke machine. Now they have to earn some more. 


The scene changes to a bar on another planet. Nagi and Ken- 
Ohki are drinking. Nagi has heard the Galaxy Police are after 
Ayeka and Ryoko, but is determined that she will be the one to 
catch Ryoko. 


The Yagami has arrived at Planet Concor, a heavily populated 
world. Its crew all find jobs at a local bar in Zone 907, managed by 
Ayeka. Ayeka’s two Guardians (with tuxedoes painted on their 
bodies) are forcibly dragooning customers, while Tenchi is the 
doorman. Ryoko, Ayeka, and Washu are working as hostesses. 
Katsuhito is the bartender, while Kiyone and Sasami wash the 
dishes. Kiyone is not happy. 


Nagi shows up at the bar. Katsuhito displays a virtuoso 
ability in mixing drinks. Nagi passes him a wanted poster showing 
the fugitives, but Katsuhito denies knowledge. Nagi is about to 
leave peaceably, when Ayeka tries to stiff her with a huge check. 
After a short altercation, Nagi vows never to come back, still none 
the wiser. Sasami adds up the money earned by their “rip-off bar.” 


Ayeka remembers the first trip she had to a neighbouring 
galaxy. She visited places of natural beauty and historical interest, 
including a nice resort world with palm trees and a fancy hotel. 
She recalls a drunken maid who appeared in her hotel room and 
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crashed on her bed (this was a teenaged Ryoko). When Ayeka 
went out to sea in a yacht, the blue ocean was beautiful. It was a 
relaxing day — until some annoying person piloting Ryo-Ohki 
appeared and swamped her boat. Ryoko remembers it differently. 
She was working as a maid, cleaning a hotel room, while its 
occupant, a haughty young Ayeka, abused her and bossed her 
around. Later, she was on a little boat fishing, when Ayeka’s giant 
yacht swamped her craft. 


They gang leave the bar, but Mihoshi fails to properly turn off 
the gas. The mysterious explosion in Zone 907 draws the police. 
Yagami has already taken off, but the explosion is traced to Ayeka 
and her group. Soon Galaxy Patrol ships are after them, and once 
more, the Yagami is under attack. Things look grim when the 
Galaxy Police are joined by a Jurai battleship, which cuts off their 
escape. However, Ken-Ohki and Nagi arrive on the scene. Nagi is 
determined to capture them first — and fires on the Galaxy Police, 
declaring “no one will interfere in her prey!” To Nagi’s disgust, 
Yagami is able to escape. 


The Galaxy Network now reports that Ayeka, Tenchi, and 
company are “terrorists responsible for the bombing on planet 
Concor.” Kiyone thinks it is strange that emperor Yosho has yet to 
appear on the media yet. She thinks they should expose him. 
However, only Tenchi and Kiyone seem to be concerned about Jurai 
events. Everyone else is busy partying and enjoying karaoke. Sasami 
wears an outfit with bunny ears, and Ryoko has one with cat ears. 
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WASHU SINGS: 


Photon, proton, synchrotron, 

Science is far better than love can ever be 

Love relationships based on the uncertainty principle 

Are really very stupid and boring 

As long as there is quantum mechanics 

We can break through the wall of all dimension 

(spoken) Listen, through his experiments 

Heisenberg concluded that the accurate measurement 

of one of two observable quantities such as position and 
momentum 

produce uncertainties in the measurement of the other. 

He figured that the product of the uncertainties of position 
and the uncertainties of momentum 

equal to or greater than h/2 ™% where “h” equals Planck’s 
constant. It means that observations in 

quantum mechanics always lead to an uncertainty in value. 
You understand this, don’t you? 


INTERESTING Note: Ayeka’s song references the “700-year- 
old mummy woman” status of Ryoko from the OAV series, despite 
it being inappropriate to the current version of the character. 


EPISODE 17 
No NEED For Hunters! 


Yagami emerges from a worm hole into normal space. 
Kiyone is worried: they are running low on food, and engine power 
is dropping — something is wrong with the ship's drive. Mihoshi 
says Kiyone should learn to relax; Kiyone says Mihoshi should 
learn to panic. They ask Washu to fix it, but she claims to be a 
“scientist, not a mechanic.” Appropriate flattery persuades her to 
try, and with the encourage of her cheering section of robot 
puppets, she is hard at work. 


One reason rations are low is that Ryoko and Ryo-Ohki have 
been raiding the pantry and eating in private. Ryoko asks for 
money to go to a grocery store. She wants to take Tenchi, but 
Ayeka prevents this, so Ryoko ends up leaving in Ryo-Ohki. She 
takes all the money they earned running the rip-off bar, and 
promises to return with provisions. 
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A few days later, Washu has nearly fixed the drive, when 
Mihoshi accidentally breaks it again. Meanwhile, Ryoko runs late. 
It seems she has spent all the money on sake, gambling, and 
expensive restaurants. When Ryo-Ohki protests, Ryoko gags the 
cabbit, and then bribes her with carrots. On Yagami, everyone is 
starving. Mihoshiis starting to go crazy. Washuis still working on 
the drive, with Washu dolls A and B acting as her cheering section. 
Back on planet, Ryoko continues to gorge at five-star restaurants. 
In space, everyone is suffering. Nobuyuki is rooting through the 
garbage for orange peel. Mihoshi starts to hallucinate. Katsuhito 
cooks some squid he has saved, and offers everyone bite each. 


Ryoko relaxes on a beach: this is the life, a luxury hotel and 
delicious food! However, Ryo-Ohki’s chiding has finally gotten 
through to her, and she realizes it is time to go back. 
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Unfortunately, she has spent most of the money. She bets her last 
few bucks on an alien critter race, but her critter loses, and she is 
broke. Ryoko decides to rob the local branch of the Bank of Jurai. 


Aboard ship, Tenchi still has faith in Ryoko, but even the 
trusting Sasami is beginning to doubt the space pirate. Ryoko has 
robbed the bank, but she is recognized. Barriers slam shut and 
the bank is surrounded by police air-cars. Ryoko escapes aboard 
Ryo-Ohki. 


Washu has finally repaired the ship, and Ryoko returns with 
several bulging bags. Sasami says their trust was rewarded. They 
prepare to eat when a squadron of police spaceships appear and 
open fire shooting them up. Ryoko’s bag is revealed to be full of 
money, not food. Ayeka points out that Ryoko has robbed 
Ayeka’s own family bank and is not happy. As the police close in, 
Kiyone is upset that they are now known as common bank 
robbers. Sasami and Tenchi feel their trust was betrayed. 
Everyone is still starving. 
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Episopve 18 
No NEED For A Guosrt! 


The Yagami has taken a shortcut, and finds itself drifting 
through an asteroid field. There is another emergency: the engine 
power is failing again. This time there is nothing wrong with the 
engines. They have mistakenly entered the legendary Sargasso, 
the graveyard of spaceships. According to legend, ships come 
here, but they never leave. They spot a ghostly ship heading 
towards them. 


Nobuyuki is having a bath when strange poltergeist activity 
occurs. It is repeated elsewhere in the ship, and seems to centre on 
Sasami. Ryo-Ohki senses something. A mysterious girl walks 
through Sasami’s bedroom mirror and tells her to wake up. The 
girl says her name is Mirei and asks if Sasami wants to have fun 
with her. Tenchi gets up and hears Sasami talking. In Sasami’s 
room, the curtains open and Sasami sees the ghost ship outside. 
Mirei explains that she came from the vessel. Mirei spooks Ryo- 
Ohki. Tenchi opens the door, and sees Sasami and Ryo-Ohki 
levitate into the air and then vanish through the bedroom mirror. 


Mirei, Ryo-Ohki, and Sasami arrive in a gorgeously furnished 
room. Mirei conjures a feast on the room’s table, including cute 
deserts. Mirei wonders why Sasami is not afraid of her. She 
demonstrates that she can become incorporeal but Sasami is not 
impressed. She remarks that Ryoko can do the same thing, and 
asks if Mirei has ESP. Méirei tells Sasami that she does not 
remember who she really is. The only clue is a framed photograph 

’ of Mirei, wearing a fancy dress. She gestures, and Sasami is 
suddenly wearing a very pretty one. They leave the room to tour 
the ship — but as soon as they leave, the room decays into ruin. 
The only thing that is still intact is the lonely picture of Mirei. 


Back on the Yagami, Washu says the other ship should have 
about the same power levels as them, but instruments show it is a 
derelict, a dead ship with no energy. They extend a mechanical 
boarding tube and go to investigate. Washu carries a backpack 
sensor, and Kiyone has a flashlight. They split into separate 
groups. Washu (with Tenchi) uses her sensor and believes she is 
tracking materialized ethereal ectoplasm, and relishes the chance 
to gather data. 
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Sasami and Mirei play hide-and-seek with the others, using 
mirrors to travel through the ship and play tricks. Only Sasami 
can see Mirei as a girl: to everyone else, she is a ghostly shape. The 
pair put on sheets, and as Kiyone and Mihoshi explore a decayed 
ball room, the sheet-clad Sasami and Mirei step out of a mirror 
and frighten Kiyone into total paralysis. Tenchi and Washu are 
still searching. The ectoplasmic energy that Washu is tracking 
materializes as a ball of light and whizzes around them. Washu is 
pleased at discovering an ethereal lifeform, and decides she wants 
a sample. 


Mirei gets tired of playing tricks, and transports Sasami to an 
illusionary reality: the garden of Sasami’s home on Jurai, which she 
saw in Sasami’s mind. Sasami leads Mirei to a hedge maze, in a 
place filled with flowers, where they relax at the fountain. Sasami 
says it is one of her favourite places. She used to cut study hall and 
hang out here. Mirei envies her, but Sasami says that you have to 
be so polite and proper being a princess. After they both play 
together for a while, they discover an amusement park “super- 
loop” and a merry-go-round, and watch a fireworks display, all of 
which are based on memories Sasami had of her time with Tenchi 
on Earth. Sasami starts to worry that Ayeka, Tenchi, and the 
others will wonder where she has gone. Sasami and Mirei say 
goodbye to one another. Mirei tells Sasami that she is grateful at 
having shared Sasami’s warm feelings. 


Aboard the Yagami, everyone is worrying about Sasami, 
when she returns through the mirror with Ryo-Ohki. Sasami says 
it is a secret where she’s been. The power for the ship comes back 
on, and Yagami pulls away from the ghost ship. Sasami says a 
tearful goodbye to her friend and Katsuhito comforts her. 


In the empty ruined bedroom aboard the ghost ship, the 
framed picture of Mirei is still there — but she is no longer alone 
in the picture. It now shows both Mirei and Sasami. 


IMPORTANT Notes: The memories of Earth that Sasami 
shares with Mirei do not match specific scenes in other episodes, 
but may have occurred “off camera” in Episode 7. 


Episope 19 
No NEED FoR RUNAWAYS! 


The Yagami has docked at a space truck stop. Tenchi and the 
girls are eating at a diner, which serves Japanese-style beef bowl, 
pickles, and miso soup. Two teenagers, Amarube (a boy) and Yura 
(a girl) work for the joint’s manager, but are fired for being slow. 
They are punks who claim to be the delinquent duo of space. Yura 
breaks into the Yagami and the two sneak into its bridge. 


Everyone except Ayeka and Sasami has finished their meals. 
They are about to return to the ship when they see Yagami 
beginning to lift away from the station ... and fly off. The kids have 
hijacked it! In a mad rush to catch the Yagami, Tenchi, Ryoko, 
Kiyone, and Mihoshi board a transformed Ryo-Ohki and race off 
in pursuit. They forget about Sasami and Ayeka who are back in 
the restaurant. Sasami and Ayeka are broke and cannot pay the 
“space tab” they owe for the meal (and possibly docking expenses). 


Ryo-Ohki chases the Yagami. Meanwhile, Nobuyuki and 
Katsuhito are aboard the ship, quietly playing a board game and 
feeling hungry. They are unaware the ship has been hijacked, but 
wonder why Tenchi is late bringing them takeout. Ryo-Ohki 
chases Yagami through an asteroid storm. The delinquents fly 
recklessly, running a red light, and the chase results in a near miss 
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with a large space freighter and a collision with an asteroid before 
Ryo-Ohki loses the Yagami. Kiyone shakes Mihoshi when she 
suggests reporting the theft to the Galaxy Police. 


The two runaways toast their exploits and what they hope is 
the beginning of their gangster legend. Meanwhile, the Galaxy 
Police have spotted Yagami in Space Zone 602, and think ‘it is 
Ayeka and her “terrorist” gang. A squadron of ships converges on 
the Yagamiand orders it to stop or be attacked. The punks decide 
to outrun them, only to realize a huge armada is chasing them. 


Aboard Ryo-Ohki, Tenchi and company hear a news report 
that the Yagamiis in Space Zone 602, heading for Space Zone 528. 
The same report also alerts the two runaways. They are 
frightened, realizing they have been mistaken for the most wanted 
criminals in the universe. Katsuhito and Nobuyuki are still 
unaware anything is wrong, and are still playing their board game. 
As the police close in, the kids start to panic, and hit various 
controls at random, hoping to find a turbo booster. They trigger 
fireworks and accidentally shoot at the Galaxy Police, who return 
fire with their usual lack of accuracy. 


Ryo-Ohki is having trouble catching up to Yagami, since the 
two ships are about the same speed. To remedy this, they use 
“operation speed up” and feed Ryo-Ohki hot chilli peppers. Ryo- 
Ohki has now spotted the Yagami: it is still being chased by the 
Galaxy Police fleet, but is now heading straight for a dangerous 
supernova’s “gravisphere.” The two kids faint. Ryo-Ohki speeds 
past the Galaxy Police and catches up with Yagami. The Galaxy 
Police are afraid to follow Ryo-Ohki into the gravisphere, and drop 
back. Tenchi and company board Yagami and find the kids 
unconscious and Katsuhito and Nobuyuki still oblivious. Washu 
calculates a 34-degree slingshot manoeuvre that lets them use the 
star's gravity to escape, and despite being an impossible feat of 
piloting, they succeed. 


The two punks are put in a life capsule and ejected in the 
direction of the Galaxy Police squadron. Katsuhito and Nobuyuki 
enjoy the takeout beef bowls that Tenchi brought with him, but then 
Tenchi remembers that they forget all about Ayeka and Sasami. 


At the space truck stop, Ayeka and Sasami have spent the last 
92 hours washing dishes to pay the tab. A pitiful Sasami prays that 
Tenchi will come back and rescue them. 
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CHAPTER 1: 


EPisove 20 
No NEED FoR Swimsuits! 


Ayeka and Ryoko are having a nice time sunbathing on a 
beach, until Tenchi scolds them. They have come to this tropical 
resort planet to make money, and should be working. The others 
have various businesses, including a crushed ice stand and snack 
shop, but none are profitable. 


Ata spaceyard, robotic arms are repairing Yagami. Washu in 
supervising the repairs, but things look grim: they do not even 
have enough money to pay Yagami's docking fee. Meanwhile, the 
crushed ice stand is not doing well: they are out of ice, because 
Ryoko has been eating their wares. The only one in their group 
doing well is Kiyone, who has a job as a life guard that is well suited 
to her temperament. 


Nagi arrives on the planet, still on Ryoko's trail. She is 
wearing a heavy poncho, which makes her sweat, and look a bit 
conspicuous on a beach in which everyone else is wearing 
swimsuits. 


A swimsuit contest is announced. Since the winner will get 
one million Jurai dollars, all the women decide to enter. Ryoko and 
Ayeka see this as a chance to settle their differences. Everyone tries 
lots of different swimsuits before settling on their choices. 


Nagi shows up at the snack shop and orders a beer, then 
recognizes Ryoko. She salutes the space pirate’s cleverness at using 
the shop as a hideout and challenges her to a fight. Their 
respective cabbits think this is a bad idea. Nagi draws her sword- 
gun, but before they can fight, the swimsuit contest starts. Ryoko 
says she has challenged Ayeka, but after she wins, she will fight 
Nagi. The bounty hunter agrees to this. 


The swimsuit contest is starting, and a big pile of money is on 
display. Meanwhile, Ryo-Ohki and Ken-Ohki sun themselves on a 
rock and share a romantic moment. 


The contest is in full swing. Ayeka calls herself an “Ayeka-look 
alike” and gets a positive reaction from the crowd, although Ryoko 
boos from the sidelines. Ryoko poses as a “Ryoko-look alike.” She 
uses the time to explain how Ryoko is not so bad, and announces 
that her personal turn-ons are sleeping, drinking, and bathing. The 
audience likes her. Other contestants also draw favour from the 
audience, including a cute cat girl, but it is Kiyone’s “sunburned girl 
next door” look that wins the most applause. Mihoshi’s clumsiness 
on stage gets sympathy points. Then Nagi appears, making a 
dramatic entrance in a very skimpy bathing suit — and wins the 
contest. Unfortunately, Ryoko has stolen all the prize money using 
the newly-repaired Yagami, and taken off. The rest of the gang 
board Ryo-Ohki and lift off after her. 


Ryoko and Ayeka argue over her deserves the money, and 
Ryo-Ohki refuses to tell anyone where she was during the contest. 
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EPISODE 21 
No NEED For A CHECKPOINT! 


The episode opens with a flashback to Sasami’s past, when 
she is walking through a green forest with her uncle. In the 
present, in space, a row of log-shaped monoliths zaps an 
asteroid: this is one of the Jurai defense lines, and it on high alert 
for intruders. 


Tenchi and company are aboard a giant Jurai space station. It 
is a busy spaceport, the checkpoint through the outer defense line 
into Jurai space. The group are pretending to be a school trip from 
planet Yebisu, and are planning to sneak through customs. Ryo- 
Ohki is disguised as koala bear. Ayeka, Ryoko, Washu, and Sasami 
pose as school girls — and so is Tenchi, who is disguised as a girl 
named Tenko. Kiyone, Nobuyuki, and Katsuhito pose as their 
teachers and Mihoshi is the school doctor. 


There is another flashback to Sasami’s past in which it is 
revealed that her uncle is now the commander of the checkpoint 
station. Back in the present, inspectors come aboard the Yagami, 
but Azaka and Kamidake use a flashing light to mind control 
them, and when they come out of the ship, they have “nothing ... 
to ... report.” Getting the “school trip” through the manual 
customs check is harder, but Washu has given them fake DNA and 
skeleton data, and contact lenses to fool retinal scanners. 


A customs officer remarks that “Tenko” has a very 
masculine frame. One officer, a man named Sagami, seems 
attracted to Tenko. It looks like they will have no problem getting 
through the checkpoint. Tenchi and Sasami are invited to have 
tea with Sagami. 


Unfortunately, Mihoshi forgets to remove her Galaxy Police 
blaster and ID pen from her pocket. They are detected, and an 
alarm sounds. Organic barriers come down and trap Mihoshi. 
The guard captain switches the security system to “mode A,” but 
it does not work. For some reason, the security system is not 
functioning properly. 
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Sagami is treating Tenchi and Sasami to drinks when hordes 
of guards appear and the jig is up. Sagami “accidentally” helps 
them escape. Elsewhere, the others are fighting to escape the 
guards and rescue Mihoshi. Kiyone uses her combat yo-yo to take 
out two guards at once, and Katsuhito dispatches many more. 
Mihoshi thinks they should go right; everyone else goes left. 
Sasami and Mihoshi are trapped behind another organic barrier, 
which shocks anyone trying to break through. Sasami becomes 
separated from the others. 


There is another flashbacks: Sasami is frightened and lost in 
a dark wood, calling for her uncle. Back in the present, she 
wanders through the starport, hunting for Tenchi, Ryoko, and 
Ayeka. Two guards close in, but Sagami appears and disposes of 
them. More organic gates close, trapping Sasami, and then gas 
fills the area. Sagami watches as she passes out. 


Ayeka, Ryo-Ohki, Tenchi and Mihoshi are confronted by 
another platoon of soldiers. Sagami appears, and tosses a bokken 
to Tenchi, who has very little trouble dealing with the guards. Ryo- 
Ohki scratches one, while Tenchi demonstrates he can fight 
unarmed as well. Mihoshi hangs onto Ryoko, crying. 


In another flashback to the dark wood, Sasami is discovered 
unconscious by her uncle. Back in the present, Tenchi and 
company finds her. Kiyone, Katsuhito, Washu and the others fight 
there way through a series of barriers and rendezvous with 
Tenchi’s group. They prepare to board the Yagami and Ryo-Ohki, 
while more guards close in, sealing the exits. The space station 
unfolds into a flower-like pattern, but Ryo-Ohki transforms into 
ship form and they get away. Aboard the station, the commander 
watches them out the window as they prepare to escape. Sasami 
realizes that he is the uncle who helped her when she was a young 
child, and that he is smiling because he and Sagami have helped 
them escape. 


Sasami’s uncle says “you have grown so much, princess 
Sasami.” 


INTERESTING Notes: Sasami’s uncle is never named. The 
name “Tenko” for Tenchi was originally used by Sasami as a name 
for an imagined child of Ryoko and Tenchi. 


EPISODE 22 
No NEED FoR KnieuTs! 


Tenchi and company are finally in Jurai territory. Tenchi tells 
Ayeka that she can “return to Jurai and the rest of us return home.” 
Ayeka gets wistful, while Mihoshi falls asleep on watch duty. 


Jurai forces detect the Yagami, and once more the heroes are 
trapped. Katsuhito surprises everyone by directing them to a 
cluster of stars to starboard. Ayeka says that is the sacred place of 
Jurai — a forbidden place no one should go. The Jurai ships in 
pursuit are forced to break off until they can get permission from 
headquarters to enter the forbidden place. 


Katsuhito guides them to a planet, then retires to his room. 
Ayeka’s Guardians, Azaka and Kamidake, start to address him as 
“Lord Katsuhito.” He cryptically informs them that their 
“originals” should join with them. In answer to their questions, 
Katsuhito says he is “the one you think I am.” 


Tenchi asks Katsuhito how he knows about Jurai’s secret 
places. He says he will tell him, and whatever happens Tenchi 
should stand firm and face destiny without fear, but with courage. 


The planet they visit seems dead, with burned trees and 
crumbling ruins. They follow a dark paved path toward 


Skies © Ale e (8 Re Be 


Role-Playing Game and Resource Book 


mountains, and cross a narrow bridge. Ayeka tells the story of two 
knights who fought for Jurai, who held such strength it was said 
they could shatter stars. When their battle was over, these 
paladins put themselves into a long sleep, so that when the royal 
family was in danger they would revive to fight along the current 
king of Jurai. 


Katsuhito says it is necessary to acquire some helping hands 
if they are to enter the Jurai palace, as they are not powerful 
enough on their own. They follow a path that runs through a very 
large field of creepy tree stumps. A wooden road leads up to a 
great green tree that stands alone, resting on a stone disk. 


Ayeka asks who Katsuhito really is. He does not answer. 
Instead, Ayeka’s two Guardians fly toward, and land on a pair of 
circles inset next to the tree. Katsuhito concentrates. He starts to 
glow, and Ayeka exclaims that this is Jurai power. Katsuhito calls 
up a raging storm of energy that strikes both the Guardian logs, 
and flows into the tree. Pillars of energy emerge from the tree and 
meld together. The two Guardians open up, revealing a pair of 
mummified warriors bathed in the green glow from the tree. They 
come alive: they are the knights of Jurai, Azaka and Kamidake. It 
is revealed that the Guardians were programmed with their 
personalities. The two knights kneel before Katsuhito and address 
him as their Lord, the King of Jurai, who they have returned from 
the sleep of Hades to serve. Katsuhito says he is not king, but the 
knights claim they recognize his power. He is a linear descendant 
of the Jurai royal family. He is Yosho, who once abandoned the 
Jurai royal family! 


On Jurai, the royal council has given permission to warships 
to enter the forbidden place. The Armada is on the way. 


Katsuhito — now revealed as the true Yosho — tells his story. 
He says that after he left Jurai he spent a long time wandering the 
stars, alone and grief-stricken, but Earth seemed a gentle place. He 
was drawn to the Masaki shrine, which he realized held Washu. 
He married, and became the son in law of the shrine’s keeper, and 
took the name Katsuhito Masaki. Nobuyuki wonders why he 
never found this out when he married Katsuhito’s daughter. 
Tenchi realizes he is a descendent of Jurai. Washu says Yosho is 
very skilled if he had hidden his power all this time; now she knows 
the identity of the impostor Yosho. 
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Their reverie is interrupted by the arrival of a Jurai gunship 
carrying troops. Ryo-Ohki prepares to transform and attack, but 
is zapped by a ray that traps her in crystal. Jurai soldiers mass for 
an attack. The knights Kamidake and Azaka feel they need some 
exercise. They combine their powers and release mighty energies 
that destroy the Jurai ship and free Ryo-Ohki. 


With the battle over for the moment, Ayeka and Yosho 
examine the two Guardians logs. They are not damaged, but are 
no longer functional, since they discharged all their power during 
the resurrection of the knights. Ayeka thanks them for their 
faithful service. The two knights they awakened pledge their 
allegiance to Yosho. He says he is counting on them. 


At the palace on Jurai, the emperor — the false Yosho — 
realizes the true Yosho must have returned. He laughs evilly, and 
declares that he will look forward to meeting him. 


On the Yagami things are back to normal. Washu comments 
on Mihoshi’s sleeping. Sasami hits it off with the knight Azaka, 
teaching him to play video fighting games. When she beats him, 
he is determined to try again — for him, any defeat, even in a video 
game, would be a loss of face! 


Ryoko walks through a wall to see Tenchi, and finds him 
having a serious talk with Ayeka. 


INTERESTING Notes: This episode reveals the secret of 
Katsuhito and introduces the two knights. Sasami’s willingness to 
make friends with anyone, no matter how odd their background, 
is again highlighted. 


EPisopE 23 
No NEED For KARMA! 


The Yagami is still cruising through forbidden Jurai space. 
They pass through an asteroid field, and approach a planet where 
a Jurai Imperial Villa used to be. Yosho thinks it is a good place to 
visit. They penetrate the misty cloud cover, and find the surface 
covered with huge trees, even bigger than the Yagami. The ship 
lodges inside one of them. The planet contains many ruins “of 
dreams past” including a statue with a familiar face and gentle 
eyes. Sasami says they look like Tenchi’s eyes. The statue is Yosho, 
the handsome and young, legendary warrior. 


There is another statue, one that is missing its head. Yosho 
describes him as a man of amazing potential, a Jurai prince who 
would have been a wonderful man if he had not let himself be 
changed by Jurai power. According to Yosho, this man became 
fascinated and obsessed with it, a prisoner of it. Nothing could 
stop his ambition — except Yosho, who fought and defeated him. 
The man vanished into space, his name erased from Jurai history. 
He was Kagato. The grief of watching his friend consumed by Jurai 
power, and being forced to battle Kagato, was what led to Yosho's 
decision to leave Jurai himself. It is Kagato who is the false 
emperor, and who has stolen Yosho's identity. 


Ayeka and Sasami are sitting around a camp fire, trying to 
make sense of what they have learned. Ayeka is shaken. They are 
also low on food: all they have left to cook is carrots, which they 
start to heat. Sasami takes it all in stride, remarking that life is like 
that — what can you do? An annoyed Ryo-Ohki is discovered in 
the cooking pot! He had got into the carrots, and has now been 
accidentally cooked. 
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Ayeka and Tenchi have a deep conversation. Tenchi 
considers what it means to no longer be an ordinary boy. Ayeka 
says she enjoyed every minute of the time with him, but knew it 
could not last. She had been afraid of leaving. Although she is first 
princess, she is merely a member of one of many branch families 
of the house of Jurai. Now it is Tenchi who should become king, 
and if he does, Ayeka can be with him. Her impossible wish might 
come true. Ryoko is listening nearby as Ayeka pours out her heart. 
Unnoticed by either, she flies off without saying a word. 


The fireworks alert the others. The two knights race off at 
high speed, as does Ryoko. She sees Kagato and attacks him with 
several energy bolts, which he shrugs off. Kagato fires rings of 
energy, badly injuring Ryoko. Ayeka and the knights arrive, and 


Yosho walks through the ruins, thinking. Suddenly, Kagato 
appears and confronts him. “I knew you would come,” Kagato 
says. Kagato claims that he spent his exile in the darkness of the 
universe, thinking of Yosho and refining his power to its extreme 
limit. He is confident of victory: Yosho has aged, while Kagato has 
retained the “infinite power of youth.” Yosho is not cowed, 
cheekily mocking Kagato’s youth as nothing more than a 
“universal facelift.” 


Yosho produces a carved wooden sword hilt (from up his 
sleeve) and summons a green energy blade. Kagato creates a large 
energy sword with a red-tinged hilt out of nothingness. They fight, 
Kagato and Yosho exchanging sword strokes and energy bolts. 
Kagato calls up a huge wave of energy that blasts Yosho back, but the 
fight is not over. “Forgive me Kagato,” says Yosho — he summons 
more energy around himself, believing he can take Kagato with him. 
However, his power is not enough, and he is defeated. 


Kagato tells Ayeka he is glad she has arrived to witness his victory. 
He blasts back the knights with another wave of energy. 


Tenchi arrives, and stands over his fallen grandfather. 
Kagato sees something of Yosho in him. The knights move to 
defend Tenchi and the fallen Yosho, and Kagato decides to choose 
another time and place. A Jurai battleship appears overhead, and 
teleports Ayeka aboard. Kagato says he will await Tenchi in the 
Jurai palace — if they can get through his defenses. He laughs 
nastily and disappears, as his ship vanishes into the clouds. 


Yosho is badly injured, but not dead. He passes his sword to 
Tenchi: “the sword Tenchi, the magical sword that transforms 
Jurai ‘s power into a blade ... you are the only one who can destroy 
Kagato’. 


INTERESTING Notes: The “sword Tenchi” is identical in 
appearance to the Master Key from the Tenchi Muyo OAV series. 
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Episone 24 
No NEED For Ryoko! 


Aboard the Yagami, Tenchi studies his namesake sword, 
while the critically injured Yosho is treated in the medical bay. 
Washu cheers Tenchi on, but Tenchi’s self-confidence wavers: he is 
afraid he lacks the Jurai power his grandfather possesses. Washu 
encourages him, saying that she felt that potential inside him ever 
since they first met. She believes Tenchi possesses a power that 
surpasses that of Yosho. Heartened by this, Tenchi keeps 
practicing, and is eventually able to manifest the energy sword. 


An injured Ryoko reflects on her defeat. She remembers 
being hit by Kagato’s energy spiral attack and collapsing. Still 
wounded, she thinks, “it’s a whole new game now. What are you 
going to do, Tenchi?” 


The Yagami approaches the old Jurai palace. They are 
attacked by the Jurai fleet, which displays great fire power but 
terrible accuracy. Kiyone manoeuvres her ship behind the palace. 
Things look bleak and Yagami is damaged, when suddenly Ken- 
Ohki (in ship form) appears and adds its fire power to their own. 
The surprise attack destroys a few of their opponents, allowing 
both ships to escape into the asteroid field. 


The ships hide on an asteroid. Nagi comes aboard. Ken-Ohki 
and Ryo-Ohki are happy to see one another. Nagi explains that she 
is only here so that no one else will take Ryoko’s life. Nagi also 
compliments Sasami’s skill at making tea, remarking that she must 
be a professional. 


Tenchi is determined to go to Jurai, and vows not to let his 
grandfather down. Ryoko makes a last play for him, telling Tenchi 
to forget Ayeka: she wants them both to leave on a honeymoon in 
deep space. Tenchi says it would be fun, but he cannot. Ryoko begs 
him not to go, and they embrace: she is afraid of losing him. 
Tenchi says he will not forsake Ayeka, and this is his battle. Ryoko 
offers to help — she knows the way there and can give him a lift. 
Unknown to him, she is hiding the seriousness of her injury. 


Nagi confronts Ryoko — but she recognizes how badly Ryoko 
is hurt and will not take advantage of her weakened condition. She 
vows to return later, but silently wishes Ryoko good luck. 


4) 


Tenchi’s plan is for Yagami (with Nobuyuki, Sasami, Nagi, 
Washu, Kiyone, and Mihoshi) to provide a diversion and draw 
off the Jurai fleet. Tenchi, the Knights, and Ryoko will then hit 
the palace and rescue Ayeka. Everyone says farewell — they 
realize they might not see each other again. Nagi is thinking of 
leaving, but Ken-Ohki will not allow it. This does not bother 
Nagi too much. 


On Jurai, the space admiral and Kagato discuss their plans, 
while Ayeka worries about Tenchi. The Jurai fleet is sent to the 
“fourth defensive line.” They proceed to the “Seventh Satellite 
Area” believing they are chasing Ryo-Ohki — actually it is a Ken- 
Ohki, with a camouflage shell. Ken-Ohki leads the other ships 
away while wishing Ryoko good luck. 


Ryoko confronts the “fourth defensive line” — a perimeter of 
lethal rotating gun satellites. In order to break through, Ryoko 
leaves Ryo-Ohki and enters a satellite. However, it has internal 
defenses, and Ryoko is hurt before she can destroy it. Ryo-Ohki 
passes through the gap in the line, and they proceed to the surface 
of the planet. They encounter another line of defenses — flying 
crystal urchins that fire shard-like missiles. They blast their way 
through, but both Ryo-Ohki and Ryoko suffer more wounds in the 
process. Ryoko urges Ryo-Ohki “not to be chicken,” making light 
of her own injuries. The knights notice how badly hurt she is. 
Ryoko and Ryo-Ohki make a supreme effort and win through the 
last of the defenses. A smoking Ryo-Ohki crashes into the royal 
palace’s roof. Kagato realizes Tenchi has arrived. 


Later, Ryoko tells Tenchi he is on his own. Tenchi thanks her 
and leaves, unaware of the extent of her wounds. The knights take 
time to recognize her valour. Ryoko sinks to the ground, Tenchi’s 
name on her lips. 


Ryoko lies in Ryoko-Ohki. She tells the cabbit that it is “just 
you and me again, all alone. We've had a blast since we fell to Earth 
... I'm lonely ... where shall we go next?” Then she collapses, 
bleeding. Ryo-Ohki meows mournfully. 


InTERESTING Notes: In this episode, Ryoko shows how 
much she has changed, and demonstrates her true love for Tenchi. 
It is not clear whether the camouflage shell used by Ken-Ohki is an 
ability the cabbit possesses or a gadget whipped up by Washu. 


EPIsovE 25 
No NEED For A SHowDOoWN! 


A storm rages over Jurai as Tenchi and the knights race 
through the corridors of the royal palace. In space, Ken-Ohki and 
Nagi continue to battle the spaceships of the Jurai fleet, keeping 
them distracted. 


The Knights and Tenchi notice a lack of ordinary guards. 
This is traditional: no one in the universe is supposed to be capable 
of stopping the emperor, and anyway, the emperor has his knights 
... one of whom appears. He is Tetta, a knight sworn to serve the 
current emperor. Azaka and Kamidake try to win him over, but 
Tetta is fully aware that Kagato is a villain. Azaka fights him, 
pitting his own energy against the dark power of the black knight, 
while Tenchi and Kamidake move on. 


In space, the Jurai admiral is preparing to unleash more of 
the defense satellites against Yagami, but Washu is ready. She 
uses her “door that is also a portal” to get into the command 
centre space station. She orders them to surrender or she will 
inject her home-made space computer virus (a huge phallic 
gadget) into their system and destroy the battle tactics of their 
fleet. The admiral orders the self-destruct program for the 
station, but too late ... a Washu-faced virus is in the system, 
disrupting the fleet's operations. 
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Kamidake and Tenchi continue their advance through the 
palace, but Kamidake is wounded by the sudden attack of another 
black knight: a calm warrior named Tessei. Tetta is still fighting 
Azaka. The evil knights employ their ebony staves to send forth 
waves of black energy. Azaka and Kamidake are evenly matched 
with their opponents, but buy Tenchi the time he needs to make 
his way to the throne room. There he finds Ayeka and Kagato. 
Nagi and Ken-Ohki continue to fight in space, heavily 
outnumbered, firing and dodging madly, but still taking some 
hits. Ken-Ohki fires off one last broadside, and then Nagi decides 
they have done enough, and they retreat. Yagamiis also damaged, 
but is making its way to Jurai. 


In the throne room, Tenchi summons his energy sword. He 
is determined to rescue Ayeka. Kagato calls up his own sword, and 
prepares for battle. Tenchi leaps at Kagato, but his strike bounces 
off his foe's force field, and Tenchi is injured. Kagato moves to 
finish him, firing a spinning blast of crimson energy that knocks 
Tenchi down. Ayeka is frightened. 


Azaka and Kamidake continue to duel with the black knights. 
They declare the black knights lack the spirit of chivalry and that 
is why they will be destroyed. The two paladins each launch 
attacks: a powerful spinning waves of energy (Azaka) and a final 
strike with his staff (Kamidake) annihilate the black knights. 
However, they are both badly hurt themselves, and they collapse. 


Yagami crash-lands on Jurai. Kiyone is hurt and Mihoshi 
wants to surrender. They decide to leave the rest to Tenchi. In the 
tree-lined avenue within the palace, Tenchi asks Kagato what he 
wants. Kagato claims his goal is an end to the direct bloodline of 
Jurai’s royal family. Before he can finish, Ayeka glows with soft 
emerald power — she has finally evoked Jurai’s power. She creates 
a powerful energy ball, but it is not strong enough to stop Kagato. 
He counter-attacks, stunning her, although her force field stops 
most of the damage. He teleports closer to finish her off. 


Tenchi screams that Kagato will not harm Ayeka. The Jurai 
trees about the throne room start to glow and a light illuminates 
Tenchi. The boy sees a vision of Earth in autumn, wind and 
autumn leaves blow from the trees. Tenchi is acknowledged as 
successor to the power of both Earth and Jurai. Ayeka shares the 
vision. Tenchi raises his sword, and Kagato says he is afraid Jurai 
has chosen its own master. Waves of power radiate from Tenchi’s 
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energy-blade — he and Kagato run at one another. There is a final 
flurry of sword-strokes and a flash of energy, and Kagato takes a 
mortal wound. Kagato addresses his last words to his old friend 
Yosho, saying that he has been defeated again. The dark energy 
departs from him. 


Ayeka embraces Tenchi, and the injured knights appear. 


Tenchi offers this epilogue: “And so, Kagato, who claimed to 
be the emperor and king of planet Jurai, had been vanquished. 
Ayeka was safe and sound. And as for me....” 


InTerestING Notes: The black knights call one of their 
energy attacks “Jurai’s Needle,” and indicate it was invented 
recently. This may suggest that Jurai power is an evolving 
discipline, and that new abilities are being developed or 
discovered on a regular basis. 


EPisopE 26 
No NEED For A ConcLusion! 


Tenchi is in the throne room at Jurai. He has realized why his 
grandfather decided not to take the throne. He and his friends are 
declared innocent of treason and all charges, and Ayeka resumes 
her position in Jurai’s royal family. The truth is broadcast over the 
universe, and causes a stir among the general population. The 
media makes a big deal out of it, but it seems like a dream to 
Tenchi. Ayeka decides not to punish anyone involved in the 
conspiracy that had supported the false Yosho, but many of those 
who did left their jobs. The real Yosho recovers from his injuries. 


Washu figures out how to re-energize the Guardian logs, 
which resume their role as Ayeka’s faithful servants. The two 
knights enjoy their lives as humans, and Azaka continues to serve 
as Sasami’s apprentice in the martial art of video games. 


Washu is honoured by the Universal Science Academy. She 
gives this speech: “Thanks. Although I think it’s quite natural for 
me to be appointed honorary president of the science academy I 
still feel very moved, moved to the point of tears, almost. What I 
say next comes from the bottom of my heart. I hearby pledge that 
my scientific skills will be employed only in the pursuit of peace!” 
A month later she is discovered developing a weapon that would 
destroy the universe, and she is kicked out. 


Mihoshi and Kiyone return to the Galaxy Police. Kiyone is 
finally happy. She is promoted to the position of detective 
sergeant (and gets Mitsuki to serve her). Mihoshi becomes a chief 
criminal investigation officer, but avoids her responsibilities and 
hangs around with Kiyone. 


Ryoko’s whereabouts are still unknown ... neither she nor 
Ryo-Ohki has been seen since the battle. Nagi and Ken-Ohki are 
searching spaceport bars, asking after her. 


Tenchi, now dressed as a Jurai prince, looks upon the beauty 
of the alien planet. Sasami asks him whether he thinks Earth or 
Jurai is a more beautiful planet. Tenchi says both are, but he plans 
to leave for home. Ayeka asks to see him. She says her vacation is 
over and asks him to take the throne. Tenchi says he would have 
done so, if he had not been raised on Earth, but he is like his 
grandfather that way. Ayeka says that life as a crown princess is the 
only life she knows. They say their good-byes. 


Later, Tenchi is back on Earth. Ryu-Oh’s tree has grown tall. 
It is spring, and he must go back to school: the days gone were an 
“excused absence.” His father Nobuyuki is doing okay (and back 
to flirting with his secretary). Tenchi reflects on events. Who 
could ever imagine that a Shinto priest — his grandfather — could 
have been the ruler of the universe? The karaoke machine gathers 
dust. Tenchi thinks about what has gone before, and prepares to 
take a bath, which is just an ordinary bath now. 


Tenchi walks to school the next day. On the way he thinks he 
might have seen Ryo-Ohki, but then is convinced it was just a cat. 
He reflects that his adventures seem like a dream, like a carnival he 
thought would never end ... but now the carnival is gone. Then he 
hears a voice calling his name. 


It is Ryoko — who fades out like a hallucination, but as 
Tenchi starts to walk away, Ryoko appears again, in the flesh, 
standing on a rock. “Hey,” she says, and jumps into his arms, “I 
told you I was a space pirate and a powerful one, and I have come 
to steal you away.” She vows to confront Ayeka and win Tenchi’s 
heart in the fairest of fights. 


Ryoko continues: “I’m telling you, I just know they are all 
coming back. You know what Tenchi, the carnival comes and goes, 
if you wait, it'll always come back to you.” 


Tenchi smiles. “I guess you're right, Ryoko ... I guess you’re 
right.” 


They walk off together. 
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This chapter explains how to use the Tenchi Muyo! RPGrules 
to create characters for the alternate Tenchi Universe television 
series setting. It describes the characters from the TV series, 
including both the latest incarnations of the existing cast and new 
characters such as Kiyone and Nagi. 


GM DIscUSSION AND 
EXISTING CHARACTERS 


The GM can use this sourcebook to run adventures based 
directly on the events from Tenchi Universe. Alternatively, 
selected elements of Tenchi Universe can be added to a Tenchi 
Muyo! setting (or vice versa) to create a hybrid campaign. If this is 
done, the GM should carefully consider what changes must be 
made to potentially conflicting character origins or background 
story to account for the new additions. For example, a GM might 
decide to run a Tenchi Muyo! campaign, but add the Tenchi 
Universe characters of Nagi and Ken-Ohki. If so, the main plot 
point that must be resolved involves Nagi’s acquisition Ken-Ohki, 
since (in the Tenchi Muyo! series) Ryo-Ohki is a unique construct 
that Washu specifically made as a partner for Ryoko. 


CHARACTER CREATION 
IN FeEncH! UNIVERSE 


In a Tenchi Universe campaign, the players and GM should 
use the existing guidelines and rules in Chapter 2 of the Tenchi 
Muyo! RPG for character creation. Certain Attributes, Sub- 
Attributes, and Skills are unique to the Tenchi Universe setting, 
however, while others that appear in Tenchi Muyo! are absent 
from Tenchi Universe. The following sections detail those 
variations between the two series as they apply to character 
creation rules. 
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CHARACTER OUTLINE 


Any of the character concepts appropriate for a Tenchi 
Muyo! campaign is equally appropriate for one set in the Tenchi 
Universe continuity. The same range of Character Points is also 
appropriate, 


CHARACTER ATTRIBUTES 


The new Attributes available for characters are listed on 
Table 2-1 (below). Those Attributes that are not applicable to the 
Tenchi Universe setting are summarized on Table 2-2 (page 39). 


TABLE 2-1: 
_ New ATTRIBUTES 


Extra Attacks 


ALIEN PoWER 
Cost: 
RELEVANT STAT: 


5 Points/Level 
None 


A character with this Attribute has an alien metabolism that 
grants him or her unusual abilities to control energy and 
manipulate the matter of their own bodies (as in the case of 
Ryoko). Alternatively, it can represent unusual abilities that were 
acquired in an enigmatic fashion while wandering through the 
dark depths of space (as Kagato did), or alien super-science so 
advanced it seems magical (as in the case of Washu’s abilities). 
Alien Power is more expensive than Jurai Power, because it affords 
the possessor a wider range of capabilities. These may include the 
ability to fire energy blasts, summon and wield an energy sword, 
walk through walls, teleport, split into two or more bodies, or turn 
people into frogs. The number and type of abilities vary from 
individual to individual. For each Level the character possesses, he 
or she receives 10 Alien Power Points (different from Character 
Points). These Points are used to acquire a set of Alien Power Sub- 
Attributes with which to further define the character’s capabilities. 
Alien Power Sub-Attributes are similar to regular Attributes: they 
represent a particular ability or power, measured in Levels ranging 
from 1 through 6 (or in some cases, 1-2). Each Sub-Attribute has 
its own Power Point cost, from 1-10 Points/Level. Refer to the 
Alien Power Sub-Attributes Table on page 40 and select the Alien 
Power Sub-Attributes the character possesses from those listed. 


Level1 Minor power. 10 Power Points for Sub-Attributes. 

Level@ Modest power. 20 Power Points for Sub-Attributes. 

Level3 Strong power. 30 Power Points for Sub-Attributes. 

Level4 Very strong power. 40 Power Points for Sub- 
Attributes. 

Level5 Extremely strong power. 50 Power Points for Sub- 
Attributes. 

Level6 Primal power. 60 Power Points for Sub-Attributes. 


EXTRA ATTACKS 
Cost: 4 Points/Level 
IRRELEVANT STAT: None 


This Attribute reflects the character’s ability to use every 
combat situation to his or her benefit. Each round, the character 
may make one or more additional offensive and defensive actions, 
provided that the attacks are all similar in nature (for example, all 
hand-to-hand, all ranged, etc.) Additionally, penalties for 
performing more than one defensive action each round (see 
TMIRPG, page 143) only apply after the extra defenses are used. 
For example, a +2 penalty is applied to the fifth defense for a 
character with Level 3 Extra Attacks. 


Unless two or more opponents are very close together, armed 
or unarmed hand-to-hand attacks must target the same person. 
The attacks are usually carried out at the same time during the 
same Initiative. 


Level1 The character gains 1 extra attack and defense each 
round. 

Level@ The character gains 2 extra attacks and defenses each 
round. 

Level3 = The character gains 3 extra attacks and defenses each 
round. 

Level4 The character gains 4 extra attacks and defenses each 
round. 

Level5S The character gains 5 extra attacks and defenses each 
round. 

Level6 The character gains 6 extra attacks and defenses each 
round. 


HEIGHTENED ALIEN POWER 
Cost: 1 Point/Level 
RELEVANT STAT: None 


This Attribute adds to a character's Alien Power Points. It is 
only available if he or she already has the Alien Power Attribute 
(page 38) at Level 1 or higher. 


Level1 The character gains 2 additional Alien Power Points. 

Level2@ The character gains 4 additional Alien Power Points. 

Level3 = The character gains 6 additional Alien Power Points. 

Level4 The character gains 8 additional Alien Power Points. 

Level5 The character gains 10 additional Alien Power 
Points. 

Level6 The character gains 12 additional Alien Power 
Points. 


UNAVAILABLE ATTRIBUTES 


In Tenchi Universe, neither Washu nor Kagato ever 
performed experiments using the primal mass entity, which does 
not appear in the TV series. For this reason, the two Mass 
Attributes are unavailable. 


TABLE 2-2: 
DPRIATE ATTRI 


CHANGED SUB-ATTRIBUTES 


The exact selection of Sub-Attributes available to characters 
with Jurai Power and Own a Big Mecha differ slightly from those 
in the Tenchi Muyo! RPG. In addition, characters with Alien 
Power have their own specific lists from which they select 
individual Sub-Attributes. 
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ALIEN Power SuUB-ATTRIBUTES os TABLE 2-5: 


The Sub-Attributes available to characters with Alien Power 
are listed on Table 2-3 (below). MECHA SUB ATTRIBUTES 
PAGE 


TABLE @-3: TMIRPG, page 52 


TMIRPG, page 52 
TMIRPG, page 54 — 
TMIRPG, page 55 
TMIRPG, page 56 
TMIRPG, page 56 : 
TMIRPG, page 56 
TMIRPG, page 59 
TMIRPG, page 59 
TMIRPG, page 61 
TMIRPG, page 62 _ 
TMIRPG, page 63 
TMIRPG, page 64 
TMIRPG, page 64 
TMIRPG, page 65 - 
I TMIRPG, page 66 
JuRA!I Power SuUB-ATTRIBUTES TMIRPG, page 67 
E New, page 41 
TMIRPG, page 68 
New, page 41 


New, page 41 
New, page 41 _ 


The Jurai Power Sub-Attributes that appear in Tenchi 
Universe are listed in Table 2-4 (below). The available range of 
powers is smaller than that from Tenchi Muyo! Rather than 
diversify, characters with Jurai Power will usually specialize in 
their own personal variations of the Weapon/Special attack and 
Force Field Sub-Attributes. 


The GM may retain the full range of Jurai Power from Tenchi 
Muyol, or restrict characters to the list of powers shown below. As 
a compromise, the GM could assume that the full range 
potentially exists, but that starting characters may not possess 
them. Developing unusual powers unexpectedly is certainly part 
of the Tenchi mythos! 


TABLE 2-4: 
Power SuB-ATTRIB 


PAGE 
TMIRPG page § 


TMIRPG, page 56 
New, page 41 
TMIRPG, page 
New, page 41 


MeEcHA SuUB-ATTRIBUTES IN 
TeEncHi UNIVERSE 


The Mecha Sub-Attributes demonstrated in Tenchi Universe 
are shown on Table 2-5 (right column). In Tenchi Universe, some 
mecha (such as Ayeka’s guardians) possess hypnotic powers, but 
no mecha demonstrate self-teleporting capabilities. Therefore, 
Mind Control is now available for mecha, but Teleport is not. 
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New SuB-ATTRIBUTES 


These new Sub-Attributes represent unique powers 
demonstrated by characters in Tenchi Universe. 


Mask PoweR 


Cost: 1 Point/Level 
TYPE: Jurai Sub-Attribute 
RELEVANT STAT: Mind 


A character with this Ability is able to hide his or her innate 
Jurai Power from Sensors capable of detecting it (see Sensors Sub- 
Attribute, Tenchi Muyo! RPG, page 62). The maximum Level of 
Sensors from which the character can mask his or her power 
depends on the Mask Power Sub-Attribute Level, as shown below. 
The character can voluntarily choose to stop masking, and allow a 
particular sensor to detect his or her power. Note that Mask Power 
has only two Sub-Attribute Levels. 


Level1 = The character can mask his or her Jurai Power from 


Level 1-3 Sensors. 
Level2@ The character can mask his or her Jurai Power from 
Level 4-6 Sensors. 


Example: Katsuhito/Yosho uses this Sub-Attribute to 
mask his Jurai Power from Washu, displaying Level 2 ability. 


TELEPORT PorRTAL 


Cost: 4 or 6 Points/Level 
TYPE: Alien Power or Mecha Sub-Attribute 
RELEVANT STAT: None 


This ability creates a window or door-sized portal in space 
that allows the character and anyone else accompanying him or 
her to step through (the character need not step through the 
portal, however). The door remains open as long as desired, and 
multiple people can use it. The character can only have one 
Teleport Portal open at any one time. There are two variations on 
this Sub-Attribute: 


Mirror Portal 


The portal’s entrance and exit must both be mirrors. This costs 
4 Points/Level. At the GM’s option, different focuses are possible 
(for example, bathtubs or rabbit holes). Ifthe entrance or exit is very 
common (such as “any doorway”), increase the point cost. 


Open Door Portal 


The portal’s entrance must be a doorway, but the exit can be 
anywhere. This is much more versatile, and costs 6 Points/Level. 


Teleport Portal burns 15 Energy Points each use, plus an 
additional 5 Energy Points for each round the portal is held open. 
If a mecha device possesses this Sub-Attribute, the Energy Points 
are drained from the owner or user. 


Level1 The maximum teleportation distance is 8 metres. 
Level@ The maximum teleportation distance is 80 metres. 
Level3 The maximum teleportation distance is 800 metres. 
Level4 The maximum teleportation distance is 8 km. 
LevelS The maximum teleportation distance is 80 km. 
Level6 The maximum teleportation distance is 800 km. 


Example: Washu’s Door Works Like a Portal has an 
800-metre range and can open a portal anywhere; it is an Item of 
Power with Teleport Portal (Open Door Portal) Level 3. Mirei 
can walk through mirrors, so she has Mirror Portal; her range 
appears limited to her ship and the docked Ryo-Ohki, so this is 
Level 2 (80 metres). 


WEAPON/SPECIAL ATTACK 
Cost: 3 or 4 Points/Level 
RELEVANT STAT: None 


This Sub-Attribute is described in detail in the Tenchi Muyo! 
RPG (page 69). In Tenchi Universe, the following extra options are 
available for attack Abilities and Disabilities: 


New ATTACK ABILITY 


Transformation 


This is only available to characters taking Weapon/Special 
Attack as part of the Alien Power Sub-Attribute; in Tenchi 
Universe, only Washu demonstrates this ability. The attack only 
affects living things. If the attack hits, the victim must make a 
Body Stat roll at +1 penalty for every 10 points of damage that the 
attack would normally deliver. Armour and Force Fields have no 
effect on this calculated damage. If the roll fails, the victim is 
transformed into a silly or inoffensive creature, such as a frog. The 
new creature will always be less powerful than its normal form and 
will lack any Alien Power or Jurai Power. It may gain various 
Defects (such as No Arms/Hands) and special abilities 
appropriate to its form (for example, a frog can hop and swim 
underwater). The effect lasts several minutes (or indefinitely if the 
Incurable ability is taken) or until the attacker reverses it, dies, or 
falls unconscious. There may also be other ways to cure a 
transformed person or animal at the GM’s option. This counts as 
four Abilities, but the Special Attack must also have the No 
Damage Disability (see TM/RPG, page 74). 
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New AtrTaAck DISABILITY 


Combined 


This Disability means that the character (or mecha) must 
combine energies with another to unleash the attack. Both 
characters must possess the exact same power, and be within 
touching distance of one another. A faster character must delay 
initiative so that both characters can act simultaneously. Only one 
attack roll is made (average the two character’s Attack Combat 
Values and relevant Skill Levels). This counts as two disabilities, 
since it is useless without the assistance of another character. 


CHARACTER DEFECTS IN 
TencuHi UNIVERSE 


All Defects in the Tenchi Muyo! RPG are applicable in the 
Tenchi Universe setting. One new Defect becomes available as 
well: Weakened Alien Power. 


WEAKENED ALIEN POWER 
TYPE: Character Defect 


This Defect reduces the number of Power Points available to 
the character for acquiring Alien Power Sub-Attributes. Only 
characters that have Alien Power Level 1 or more may take 
Weakened Alien Power. 


1BP The character's Alien Power Points are reduced by 2 
points. 
@BP The character’s Alien Power Points are reduced by 4 


points. 


SKILLS 


All Skills found in the Tenchi Muyo! RPG are equally 
applicable in Tenchi Universe. In addition, three new Skill and a 
few Specializations have been added: 


ARTISAN 

Cost: 1 Skill Point/Level 
RELEVANT STAT: _— Average of Body and Soul 
SPECIALIZATIONS: Carpentry, Leatherworking, 


Metalworking, Plumbing, Tailoring, 
Woodworking 


This Skill represents a .character’s ability to work with a 
variety of materials to repair or produce useful or aesthetically 
pleasing objects not electronic or mechanical in nature. 


BUSINESS MANAGEMENT 


Cost: 1 Skill Point/Level 
RELEVANT STAT: = Mind 
SPECIALIZATIONS: Accounting, Banking, Fraud, Marketing, 


Recruitment, Securities, Small Business 


The ability to run part or all of a business as well as 
knowledge of how businesses operate (useful for detectives 
investigating money laundering or fraud). If characters run their 
own businesses, the GM can assume they are profitable if they 
make a successful Skill check every day. If not, they may be losing 
money. 


CooKING 


See Tenchi Muyo! RPG, page 85. Add Tea-Making to the list 
of Specializations. 


ELECTRONICS 


See Tenchi Muyo! RPG, page 86. Add Force Fields and Inter- 
Dimensional Technology to the list of Specializations. 


GAMING 

Cost: 1 Skill Point/Level 

RELEVANT STAT: = Mind or Soul 
SPECIALIZATIONS: Board Games, Computer Games, 


Console Games, Card or Gambling 
Games, Simulations, Role-Playing 
Games. 


The ability to play various games and simulations well. This 
Skill is useful for whiling away the hours spent on a starship, and 
for winning useful funds via casino gambling. 
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TENcH! MASAKI 


Tenchi remains the calm at the centre of the hurricane that 
tages about him. His character in Tenchi Universe is essentially 
the same as Tenchi Muyo!: kind, stable, valiant, with reserves of 
great inner strength. Unlike the OAVs, Tenchi does not gain his 
Jurai powers until the conclusion of the series, and then only in an 
extreme situation. However, he is a better swordsman even 
without any special powers, easily defeating multiple ordinary 
Jurai warriors thanks to his own skill and his grandfather's 
technique. Tenchi is also a bit more mature and self-assured. It is 
not his idea to open the “goblin’s shrine” and, after discovering his 
heritage as a Jurai prince, he is quick to learn to master his powers 
and use them to defeat Kagato. 


Tenchi’s personal circumstances are slightly different in 
Tenchi Universe. He still attends school for the first couple of 
weeks after the aliens come to visit him. Exasperation, rather than 
love or friendship, initially marks Tenchi’s relationship with 
Ryoko, and he does not bond deeply with either Ayeka or Ryoko 
until the latter half of the television season. On the other hand, 
Tenchi’ relationship with Sasami is the same warm, big-brotherly 
friendship that develops in the OAVs. Tenchi misses his mother 
more strongly than in the OAVs, and at one point dreams of the 
tragic winter day when he learned she was dead. 


Tenchi lacks the same control over his Jurai power as he does 
in the OAV series, but his potential surpasses any other individual, 
for he embodies the living spirits of both Jurai and Earth. In effect, 
he is a fusion of Heaven and Earth; “heaven and earth” is also an 
alternate translation of his name, and this is emphasized when 
(upon coming into his full power before the throne of Jurai) he sees 
a vision of Earthly trees. The powers depicted below represent his 
abilities by the end of the TV season. From the beginning of the 
series until his discovery of his Jurai heritage he should add the 
Defect Latent Jurai Powers (2 BP). 
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TENcHI MASAKI 


Body S Mind 4 Soul 11 
Health Points 8D Energy Points 115 
Attack Combat Value B Defense Combat Value & 
Total Character Points 4 Total Skill Points SO 
Attributes Level Points 
Combat Mastery 2 4 
Divine Relationship 1 1 
Energy Bonus 4 4 
Extra Attacks i 4 
Heightened Jurai Power 3 3 
Highly Skilled 3 3 
Jurai Power 2 8 
Jurai Power Sub-Attributes Level Points 
Force Field (extendable): 3 12 
* Personal Force Field (Stops 60, Uses Energy) 
Special Attacks 5 15 
¢ Energy Sword, Damage 70 (Field-Penetrating, 
Contact, Uses Energy) 

Skills Level Points 
Acrobatics (Balance) 1 3 
Artisan (Carpentry) 1 1 
Gardening (Vegetable) 1 1 
Melee Attack (Sword) 3 15 
Melee Defense (Sword) 3 15 
Ranged Defense (Personal) 1 5 
Unarmed Attack (Striking) 1 5 
Unarmed Defense (Striking) 1 5 
Defect BP 
Girl Magnet 1 
Item Dependency (Tenchi Sword) 1 


PERSONAL GEAR 


Tenchi is only armed with a wooden bokken through most of 
the show. After Katsuhito is injured, he gives Tenchi the sword 
called Tenchi (see Item Dependency). 


ITEM DEPENDENCY 


Tenchi requires the “sword called Tenchi” to utilize his 
Energy Sword and Personal Force Field Sub-Attributes. This 
bladeless carved sword-hilt (presumably made of Jurai tree-resin) 
resembles the Master Key (see Tenchi Muyo! RPG, page 95). It 
transforms Jurai Power into a blade and, in Tenchi Universe, it acts 
solely as a focus and catalyst for the awakening of Tenchi’s own 
Jurai Powers. The sword is never called “the master key” in Tenchi 
Universe, but is clearly the same item, albeit not as powerful. 


KATSUHITO MASAKI 
(YosHo) 


Tenchi’s grandfather is the same confident, wise, humble, 
and restrained person that he is in the OAVs, and possesses the 
same quirky sense of humour. As Yosho, he is still the crown 
prince of Jurai, its greatest swordsman, living in voluntary exile on 
Earth. His background story differs in detail. Yosho’s close friend 
Kagato, turned to evil and menaced Jurai. Yosho defeated Kagato, 
but was consumed with grief at what had happened. It was this 
sadness (rather than the pursuit of Ryoko and a desire to escape 
racial prejudice) that drove him to leave Jurai. After a long period 
of wandering the stars alone, Yosho found his way to Earth and old 
Japan. He arrived at the Masaki shrine, where he sensed the 
hidden power of the “goblin” (Washu) that was buried beneath it. 
Nevertheless, it seemed a gentle place to his eyes, and he chose to 
settle there. He married the daughter of the keeper of the Masaki 
shrine, took the name Katsuhito Masaki, and swore to stay there to 
the end of his days. He kept this resolution until Ayeka and 
company arrived, and the false Yosho’s coup forced his hand. 
Unlike the OAV series, Yosho has no prior history with Ryoko or 
Ayeka, who he meets for the first time when they arrive on Earth. 


In the TV series, Yosho demonstrates considerable 
knowledge of Jurai society and secrets, and an even greater 
mastery of Jurai power. He is quite capable of handling himself in 
space, demonstrating a talent for bartending and a streetwise 
familiarity with galactic society that approaches that of Ryoko. 
Unlike the laid back grandfather of the OAV series, Yosho is far 
more willing to get involved in the action and assist Tenchi and the 
girls directly. Yosho tries his best to deal with Kagato himself, and 
is willing to sacrifice his own life to destroy his enemy. However, 
his best is not quite good enough, and he is defeated. The injuries 
he sustains in this battle keep him from aiding Tenchi in the final 
assault on the Jurai royal palace, but he makes a complete recovery 
afterward. After Yosho and Tenchi refuse to accept the throne, 
they return to Earth with Nobuyuki. The demonstrated 
willingness of the Tenchi Universe version of Yosho to accompany 
Tenchi on adventures and act decisively when necessary makes 
him a more suitable player character than the OAV version. 


Yosho’s fighting style and offensive powers are more 
prevalent in Tenchi Universe. He can deliver a flurry of blows 
against several opponents in rapid succession, destroy an 
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armoured mecha with a single strike from his wooden sword, or 
call up powerful Jurai energies capable of delivering terrible 
damage. Unlike the OAV series, there is no indication in Tenchi 
Universe that Yosho has been concealing a youthful appearance 
behind an aged facade; he seems to have aged slowly but naturally. 
Yosho possesses a special ability that masks his Jurai powers that 
can fool even Washu. 


KaATSUHITO MASAKI (YosHo) 


Body 9 Mind 8 Soul 7 
Health Points 8O Energy Points 8S 
Attack Combat Value 11 Defense Combat Value & 
Total Character Points 680 Total Skill Points BO 
Attributes Level Points 
Combat Mastery 3 6 
Energy Bonus 1 1 
Extra Attacks 1 4 
Focused Damage (Bokken) 5 5 
Heightened Senses th 1 
Highly Skilled 6 6 
Item of Power 1 W 
Jurai Power 3 weil? 
Jurai Power Sub-Attributes Level Points 
Force Field 4 12 

¢ Energy Shield (Stops 75, Uses Energy) 
Special Attack 5 15 

e Energy Sword, Damage 70 

(Field-Penetrating, Contact, Uses Energy) 

Special Attack 

e Energy Bolts, Damage 40 4 1 
Telekinesis 1 2, 
Skills Level Points 
Acrobatics (Balance) 2 6 
Gaming (Board Games) 1 1 
Gardening (Vegetable) 1 1 
Melee Attack (Sword) 4 20 
Melee Defense (Sword) 4 20 
Piloting (Spaceship) 1 3 
Ranged Defense (Personal) 2, 10 
Social Sciences (Theology) 1 1 
Stealth (Concealment, Silent Movement) 1 3 
Unarmed Attack (Striking) 1 5 
Unarmed Defense (Striking) 2 10 
Defect BP 
Item Dependency (Tenchi Sword) 1 


IrEM DEPENDENCY 


To use his Energy Sword, Yosho requires the Sword called 
Tenchi as a focus. See Tenchi, page 44. 


PERSONAL GEAR 

Yosho carries a bokken, and has been known to have various 
items up his sleeve, including the sword called Tenchi (which he 
later gives to Tenchi) and an ordinary knife. 
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NoBuYUKI MASAKI 
i“ D AD mt 


Tenchi’s father is much the same person as in the OAV series, 
but the TV series adds more depth to his character. He approves 
of all the pretty girls that Tenchi has brought to their house, but 
prefers to leave the task of raising Tenchi to his father-in-law, 
Katsuhito. Nobuyuki has an office in the city where he works as an 
architect, and flirts wit his young secretary, Reiko. He complains 
that he is too busy and his clients never give him any time off. 
Nobuyuki probably spends less time with Tenchi that either would 
like because his career keeps him very busy. Despite his superficial 
interest in other women, Nobuyuki still mourns the untimely 
death of his wife, and every year he remembers that sad 
anniversary with flowers and an observance at her grave. He and 
his father-in-law Katsuhito share a close relationship reinforced by 
the mutual tragedy that they have endured. They enjoy playing 
board games together, in their spare time. Perhaps reassured by 
his father-in-law’s stoicism, Nobuyuki retains a remarkable cool, 
and seems largely unperturbed by the succession of strange alien 
women and unusual events that have entered his life. 


Nosuyuki MASAKI 


Body 4 Mind 5 Soul G 
Health Points 50 Energy Points 55 
Attack Combat Value S Defense Combat Value 3 
Total Character Points 15 Total Skill Points 
Attributes Level Points 
Personal Gear 2 D 
Skills Level Points 
Architecture (Houses) 4 4 
Gaming (Board Games) 1 1 
Defect Bonus Points 

Easily Distracted (Women) 1 

Unskilled ii 


PERSONAL GEAR 


Nobuyuki has access to architectural drafting equipment. He 
owns his own home, which he designed himself. 


Ryoko 


Ryoko has the same personality as her counterpart in the 
Tenchi Muyo! series, but a very different background. Instead of 
being an artificial creation of Washu, she is simply a notorious 
alien space pirate with unusual abilities. In a number of 
flashbacks, we see that she was on her own from childhood, 
travelling from planet to planet and performing various odd jobs 
(or petty crimes) in order to get by. During this period she had 
repeated encounters with Princess Ayeka, once when they both 
were 10 years old, and another time when they were 14. When 
Ryoko tells these stories, she portrays herself as an innocent waif, 
oppressed by an overbearingly arrogant young princess. Of 
course, Ayeka has a different viewpoint, and her stories paint 
Ryoko as a juvenile delinquent from an early age. 


At some point in her travels (possibly as young as age 14, if 
Ayeka’s version of the story is correct), Ryoko found Ryo-Ohki and 
became a full-fledged space pirate. Her own Alien Power grew in 
strength, and she eventually made the “most wanted” list. It was 
while being pursued by the Galaxy Police that she crash-landed on 
Earth and made the acquaintance of Tenchi. 


In Tenchi Universe, Ryoko is more of a self-centred scoundrel 
than the occasionally tragic figure who appears in the OAVs. She 
is a compulsive liar, a spendthrift, and a skilled con artist; she 
thoroughly enjoys breaking laws, fooling cops, and robbing banks. 
As in the OAV series, she also shirks chores, gets drunk and sleeps 
in. Ryoko loves to party, eat at fine restaurants, take hot baths, 
sing karaoke, and play video games. She cares little for anyone 
except herself and, later, Tenchi. She dislikes being cold. 


Ryoko does not begin the series with the same deep feelings 
the OAV version had for Tenchi. Initially, her attempted seduction 
is just a game to pass the time, and a way to get him to join her 
against Mihoshi. As she gets to know Tenchi, she falls more 
strongly for him — he seems to be the first decent guy she has ever 
met, and her experiences at the Masaki Residence are very 
different from her life on the run. With Tenchi, she finds every day 
is like a dream, and she wants it to last forever. When Ryoko uses 
Washu’s machine, the perfect world she envisions is one where she 
and Tenchi have a Bonny-and-Clyde relationship as a pair of 
gangster lovers. 


Tenchi initially disapproves of Ryoko’s amorality, hedonism, 
and laziness, but gradually develops affection for her. The turning 
point in their relationship comes when Ryoko voluntarily gives up 
her “perfect world,” demonstrating a capacity for selfless 
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behaviour. Despite a few lapses (she squanders the money given to 
buy food on high living), she continues to reform as the story 
progresses. Near the end of the series, she begs Tenchi to run away 
with her rather than risk his life to save Ayeka, but it is clear that 
she does this out of fear for Tenchi’s own safety, not simple 
possessiveness. When Tenchi refuses, she accepts that decision 
and offers to help. Despite a serious injury and a broken heart, 
Ryoko blazes a path through the Jurai planetary defenses in an 
unparalleled display of sheer courage and fighting prowess. Her 
self-sacrifice is recognized by Azaka and Kamidake, who tell her 
that not one in a thousand could match her spirit. This selfless act 
enables Tenchi to rescue Ayeka and defeat Kagato. Months 
afterward, it is Ryoko alone who returns to Earth to visit Tenchi. 
This time, she vows to win his heart fair and square. 


Ryoko’s powers are similar to those in the OAV series, 
including her ability to manipulate energy, fly, teleport, and walk 
through walls. These appear to be natural abilities, rather than the 
result of any genetic manipulation, Jurai Power, or power gems, 
although they may reflect special training. The main changes in 
Ryoko’s powers are the lack of Astral Projection and Rejuvenation 
abilities. It is unknown when or how she acquired Ryo-Ohki, if 
Ryoko has any relatives, and if there are others like her. 
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Ryoko 


Body 10 Mind 4 Soul 7 
Health Points BS Energy Points 7S 
Attack Combat Value 8 Defense Combat Value & 
Total Character Points 60 Total Skill Points SQ 
Attributes Level Points 
Alien Power 6 30 
Appearance 2 
Combat Mastery 1 2 
Energy Bonus 2 2 
Highly Skilled 3 3 
Heightened Alien Power 2 2 
Speed 1 0 
Alien Power Sub-Attributes Level Points 
Duplicate (Twin) 1 Z 
Flight (Can Hover) 2 8 
Force Field, extendable (Stops 45) 3 12 
Illusionary Disguise 2 2 
Incorporeal Form 2 10 
Space Flight 1 2 
Special Attacks: 

¢ Energy Sword (Damage 60, Field- Ba 

Contact, Uses Energy) 12 
e Explosive Blast (Damage 50, Area- Effect, 
Short Range, Uses Energy) 4 2 

e Rapid Fire Energy Blast (Damage 40, Auto-Fire, 

Short Range, Uses Energy) 3 1 
Super-Strength 1 3 
Teleport 1 5 
Skills Level Points 
Acrobatics (Flying) 2 6 
Electronics (Computers) 1 2 
Melee Attack (Sword) 1 5 
Melee Defense (Sword) 2 10 
Navigation (Space) 1 2 
Piloting (Spaceship) 1 3 
Ranged Defense (Personal) il 5 
Stealth (Silent Movement) 1 2 
Thrown Weapons (Energy Blasts) 1 5 
Unarmed Attack (Striking) 1 5 
Unarmed Defense (Striking) 1 5 
Defect BP 
Easily Distracted (Tenchi, Booze, Karaoke, Money) 2 
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GALAXY POLICE 
DETECTIVE MIHOSHI 


Mihoshi enters the Tenchi Universe series in hot pursuit of 
the space pirate Ryoko. Her ship is able to defeat Ryoko (who was 
drunk at the time), but is itself destroyed. After making a few 
attempts to capture Ryoko with a powered suit, she is tricked by 
Ryoko and defeated by Yosho. After that, she settles as a member 
of the Tenchi household. Mihoshi’s character is similar to the 
Tenchi Muyo! OAV series — a guileless klutz who happens to be a 
Galaxy Police Detective. She is loyal to and trusting of her friends, 
and never seems to get angry or upset with anyone. However, 
where the OAV version of her possessed that crazy mix of bravado, 
guts, luck, and skill that Washu called “genius,” the TV Mihoshi is 
a total scatterbrain. She is childish, forgetful, lazy, perpetually 
sleepy, and at times, cowardly. Most of all, she is emotionally 
dependent on her partner Kiyone, and feels she cannot live 
without her. As Mihoshi remarked: “We had a special chemistry 
— together we were so competent.” 


Mihoshi begins the TV series with a reasonable reservoir of 
courage, but this is used up as events spiral out of control. Toward 
the end of the series, she spends more time clinging to Ryoko or 
Kiyone for support than actually getting involved in the action. 
However, her dependence on Kiyone can occasionally spur her 
into decisive action when she believes Kiyone is threatened. Her 
finest hour in the TV series is her rescue of Kiyone from arrest by 
the Galaxy Police. Of course, Mihoshi got Kiyone arrested in the 
first place. 


Mihoshi’s favourite TV show is the superhero anime, 
Moldiver (this is an in-joke by the animators: Moldiver is a real 
Pioneer OAV series). There is no mention of her grandfather being 
Galaxy Police Marshall. Her equipment is somewhat different, 
and she carries a Galaxy Police pen rather than watch. In battle, 
Mihoshi uses a big clunky powered suit rather than the lightweight 
fighting suit seen in Tenchi Muyo! At the end of the series, 
Mihoshi is rewarded by being made a Chief Criminal Investigation 
Officer, although she still spends most of her time shirking her 
duties and hanging around with Kiyone. 
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MiIHOSHI 

Body S Mind 3 Soul 7 
Health Points 890 Energy Points SO 
Attack Combat Value S Defense Combat Value 3 
Total Character Points @5 Total Skill Points 30 
Attributes Level Points 
Art of Distraction 1 1 
Appearance 2 2 
Damn Healthy! 3 3 
Divine Relationship 3 3 
Highly Skilled 1 1 
More Powerful Mecha 1 il 
Own a Big Mecha 1 4 
Personal Gear il 1 
Skills Level Points 
Gun Combat (Pistol) 3 15 
Piloting (Spaceship) 2 6 
Heavy Weapons (Gunnery) 1 4 
Ranged Defense (Personal) 1 5 
Defect BP 
Awkward 2, 
Conditional Ownership (Galaxy Police) 1 
Easily Distracted (TV Programs, Karaoke) 1 
Phobia (Losing Kiyone) 2 


PERSONAL GEAR 


Laser Pistol 


A small, snub-nosed handgun firing laser beams. (Damage 
15, Concealable; Short Range). A major item. 


Galaxy Police Pen 


This data-retrieval device can unfold a small computer 
display screen, and stores information such as search warrants and 
a database on galactic law. The pen was damaged or destroyed by 
Ryoko, but Mihoshi probably replaced it after visiting Galaxy 
Police headquarters. A minor item. 


MECHA 


Galaxy Police Powered Armour 
A small humanoid mecha. See page 62. 


Galaxy Patrol Ship 


Mihoshi previously possessed a Galaxy Police vessel of equal 
power to Ryo-Ohki — at least, when a drunken Ryoko was 
controlling Ryo-Ohki. The vessel is destroyed in the opening 
minutes of the first episode and never repaired, so it is not counted 
as part of Mihoshi’s equipment. 


Role-Playing Game and Resource Book 


PRINCESS AYEKA 


Princess Ayeka is as spirited, graceful, strong-tempered, and 
imperious as she is in the OAV. She describes herself as gifted 
with beauty, intelligence, and lots of power. Her background is 
somewhat different from the OAV series, however. Although still 
aJurai princess, she was never engaged to Yosho. Instead, she has 
been spending the last several years travelling from one “marriage 
meeting” to another as the Jurai royal family attempts to find a 
suitable husband with whom to share the throne. This 
exhausting process has left her rather soured on being a princess. 
As a result, she delights in the “extended vacation” on Earth and 
in space with Tenchi. 


A major change in the television version is that Ayeka’s rivalry 
with Ryoko has a very long history, going back to a series of 
unfortunate incidents in her childhood. Ayeka is attracted to Tenchi 
on the spot, and soon becomes jealous of Ryoko’s flirting. Her 
dislike for Ryoko is initially so strong that, in the heat of passion, she 
loses her temper and decides to make a suicidal ramming attack 
rather than lose a space battle with the pirate. The result is the 
destruction of both ships and Ayeka’s stranding on Earth. 


Her time spent with Tenchi leaves Ayeka strongly attracted to 
him, and she admits enjoying every minute of the time they spend 
together. However, Ayeka considers marriage an impossible 
dream, since Tenchi is unwilling to abandon Earth and Ayeka is 
bound to Jurai by her role as crown princess. This is a notable 
contrast to the OAV series, but may reflect the state of Jurai rather 
than a change in Ayeka’s character. In the OAV series, Jurai had a 


strong king and queen, and that left Ayeka free to vacation at the 
Masaki residence. In Tenchi Universe, Ayeka is all that is left 
(excluding Tenchi and Yosho), and thus her presence on Jurai is 
vital to the stability of the realm. Her sense of duty proves to be 
stronger than her love for Tenchi. It is likely that Tenchi respects 
her for this, however, and should Ayeka ever return to Tenchi, she 
will be a serious romantic rival for Ryoko. 


Ayeka’s primary Jurai power is her floating collection of 
miniature logs, which enable her to defend herself with a powerful 
force field and attack with a potent energy blast. She also has her 
two Guardian logs as bodyguards, but they possess a secret power 
that sleeps within them. 


AYEKA 
Body 5 Mind & Soul 6 
Health Points SS Energy Points SO 
Attack Combat Value Defense Combat Value 3 
Total Character Points SS Total Skill Points 20 
Attributes Level Points 
Appearance 2 2 
Jurai Power 2 —8 
More Powerful Mecha 2 z 
Own a Big Mecha 8 32 
Jurai Power Sub-Attributes Level Points 
Force Field, extendable (Stops 45, Uses Energy) 2 8 
Force Field, personal (Stops 15) 1 1 
Special Attack 

¢ Log Zap (Damage 50, Short Range, 

Uses Energy) 3 9 

Emerald Energy Blast (Damage 60, 

Short Range, Uses Energy X 2) 3 2 
Skills Level Points 
Piloting (Spaceship) 1 3 
Ranged Defense (Personal) id 
Social Science (Politics) y) 2 
Unarmed Attack (Striking) 1 5 
Unarmed Defense (Striking) 1 5 
Defect BP 
Easily Distracted (Ryoko and Tenchi) 2 
Unique Defect (Royal Responsibilities) 2 
MECHA 


Guardians of Jurai 


Azaka and Kamidake (page 64) are Ayeka’s personal 
bodyguards. 


Ryu-Oh 


Ayeka’s starship (page 63). It is less important to her in 
Tenchi Universe, having been destroyed early and not repaired. 
Without her mecha, Ayeka is a 33 Point character: reduce her Own 
a Big Mecha to Level 3 (12 Points) and remove More Powerful 
Mecha (2 Points). 
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PRINCESS SASAMI 


Sasami is still the little sister of Ayeka and a Princess of Jurai. 
She has the same practical, kind, trusting, cheerful, and 
occasionally mischievous personality that she does in the OAV 
series. The big difference is that Sasami is a normal Jurai girl. She 
did not die and merge with Tsunami; in fact, Tsunami is not 
mentioned at all in the TV series. Sasami first appears when she 
arrives on Earth in her own yacht (which is not named) to find her 
big sister. She quickly befriends Tenchi and bonds with Ryo-Ohki, 
and it is she who ends up “addicting” the cabbit to carrots. This 
proves her ship's undoing, as Ryo-Ohki accidentally destroys it in 
pursuit of them, stranding her on the planet. This leads to her 
becoming part of the Masaki household, and she willingly 
accompanies everyone on their adventures through space and time. 


Sasami’s experiences have made her a very accepting person. 
When her space travels brings her face to face with the ghost-girl 
Mirei, she is not at all frightened: after all, her other friend Ryoko 
can walk through walls! With no mysterious death and 
resurrection to trouble her, the TV Sasami is a much lighter- 
hearted, care free individual, and thoroughly enjoys most of her 
adventures with Tenchi and company. Sasami’s past was not 
entirely free of darkness, however. While very young she was lost 
in a sinister forest, an experience that badly frightened her. She 
was rescued by an uncle, and remains grateful to him. 


If there is one thing that bothers Sasami, it is having to be a 
princess and remain proper and dignified. As with Ayeka, her 
time with Tenchi and company was a relief from that. During the 
teality-bending space/time adventures, Sasami’s perfect world 
was one where everyone lived on Earth and she had the power to 


turn into Magical Princess Pretty Sammy, not to fight evil, but 
simply to wave her heart-tipped wand and transform feuding 
enemies into cheerful friends. 


On Jurai, Sasami’s favourite place was a hedge-maze and 
fountain in the royal gardens, where she would cut study hall and 
hang out. On Earth, she most enjoyed spending time with Tenchi. 
Sasami also likes playing video games and is very good at them. In 
addition to Tenchi and Ryo-Ohki, her special friend is the knight. 
Azaka, who she introduces to the addictions of video gaming (and 
who she regularly beats in play). 


Sasami demonstrates no special abilities during the series, 
but given time may develop her own Jurai powers. To this end, she 
possesses Jurai Power Level 1 with unspecified Sub-Attributes 
(they are up to the GM) and the Latent Jurai Power Defect. The 
Tenchi Universe Sasami is not powerful enough (as depicted in the 
series) to make a balanced player character. With a few years more 
training, a new spaceship, and enhanced Jurai Power, however, she 
could easily become a force to be reckoned with. 


In her ideal world as “Magical Princess Pretty Sammy” she 
has Ryo-Ohki as a pet. She has the Battle Costume ability (to turn 
into Pretty Sammy) and a magic wand with powers that include 
“Pretty Archery Set-Up” — the ability to create a bow that fires 
cupid’s arrows, giving her Mind Control Level 2. 


SASAMI 

Body 3 Mind 4 Soul 8 
Health Points SS Energy Points 60 
Attack Combat Value 5 Defense Combat Value 3 
Total Character Points 40 Total Skill Points 10 
Attributes Level Points 
Appearance (Cute) 2 2 
Jurai Power 1 4 
More Powerful Mecha 2 y 
Own a Big Mecha 5 20 
Skills Level Points 
Cooking (Home, Tea-Making) 4 9 
Gaming (Console) 1 1 
Defect BP 
Latent Jurai Power 2 
Unskilled it 


LATENT JURAI POWER 


Sasami demonstrates no significant Jurai power during the 
OAV series (except possibly the ability to see Mirei, unless this is 
the ghost’s doing), but as a Princess of Jurai, she undoubtedly 
possesses some Jurai Power. 


MECHA 


Royal Yacht 


Sasami voyaged to find her sister in a royal yacht similar to 
Ayeka’s. Soon after Sasami appeared, the vessel was destroyed by 
collision with Ryo-Ohki and not repaired. If Sasami is a player 
character, it is important to reassign the 24 associated Character 
Points to another mecha to ensure she maintains some advantages. 
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Ryvo-OnkI 


Ryo-Ohki is similar to her original incarnation. Her origin is 
never made clear in Tenchi Universe, but since Washu makes no 
claim to having created her, it is likely that she is either an exotic 
natural life form or the creation of someone else. As Ryoko's ship, 
she can regenerate from an egg form after being destroyed in 
battle. Thanks to Sasami, Ryo-Ohki is addicted to carrots. Her 
closest relationship is with her partner, Ryoko, although she is 
good friends with Sasami. 


This Ryo-Ohki is more independent and perhaps a bit more 
intelligent than her Tenchi Muyo! counterpart. She often acts as 
Ryoko’s conscience, showing her disapproval when the pirate’s 
selfishness puts her companions at risk. The biggest change in 
Ryo-Ohki’s personality is that the cabbit’s strong affection for 
Tenchi has been replaced by an even stronger romantic interest in 
her fellow cabbit, Ken-Ohki. Ryo-Ohki is unwilling to fight Ken- 
Ohki even when ordered by Ryoko and under attack herself. 


Ryo-Ohki’s powers are similar in both series, except that the 
damage suffered by Ryo-Ohki in ship form does carry over (at 
reduced level) to her cabbit form. Tenchi Universe's Ryo-Ohki 
never merges with the Mass, and thus has no humanoid form. 


Role-Playing Game and Resource Book 


Ryvo-OnkKI 


Body 3 Mind 4 Soul G 
Health Points 4 Energy Points SO 
Attack Combat Value 4 Defense Combat Value @ 
Total Character Points SO Total Skill Points 20 
Attributes Level Points 
Art of Distraction 1 0 
Appearance (Cute) 4 4 
Energy Bonus 1 1 
Heightened Senses 2 2 
Own a Big Mecha 6 24 
Alien Power 2 10 
Speed 1 1 
Alien Power Sub-Attributes Level Points 
Flight (Can Hover) 1 4 
Incorporeal Form 2 10 
Sensors (Life Forms, Carrots, Ryoko) 1 4 
Skills Level Points 
Heavy Weapons (Gunnery) 1 4 
Navigation (Space) ] 2 
Piloting (Spaceship) 1 3 
Ranged Defense (Air, Space) 2 ll 
Defect BP 
Easily Distracted (Carrots, Ken-Ohki) 2 
Not So Strong 2 
Weakened Alien Power 1 
MECHA 

Pirate Ship Ryo-Ohki 


Ryo-Ohki can transform into ship form (page 63) at will. 
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Role-Playing Game and Resource Book 


GALAXY Potice DETECTIVE 
First CLAss KIyONE 


Kiyone has a galaxy-wide reputation as an outstanding officer, 
the best of the younger generation of Galaxy Police. She is 
responsible, hard working, skilled, cautious, brave, and analytical. 
Unfortunately, after the Galaxy Police assigned the scatterbrained 
Detective Mihoshi to her as a partner, things went wrong quickly. 
Her partnership with Mihoshi has become an unending nightmare 
that she believes has left her once-promising career in the toilet; she 
is ostracized by her peers and given dead-end assignments. Despite 
considering Mihoshi her personal bad luck charm, Kiyone has a 
residual affection for her partner, and usually looks after her ... even 
if she privately wishes Mihoshi were dead. Kiyone has admitted to 
being one of the few who understand the bizarre way Mihoshi’s 
mind works, but says it is nothing to be proud of. After Mihoshi 
disappeared on assignment to the solar system, Kiyone was 
overjoyed. She was much less pleased to discover that Mihoshi was 
still alive, and devastated when she was reassigned with Mihoshi to 
the backwater planet Earth as officers in charge of the solar system. 


Unlike all the other women in the show, Kiyone never displays 


any romantic interest in Tenchi. Like Tenchi, she is a 
straightforward, down-to-earth individual, who acts as a foil for the 
other characters. Her primary motivation is her duty to the Galaxy 
Police and career. Her secondary focus involves keeping Mihoshi out 
of trouble. Although she occasionally gets drunk and enjoys karaoke 
sessions, she never lets this interfere with her duties. Forced to take 
on various odd jobs on Earth to supplement her income, she proved 
most successful as a lifeguard and as a traffic director at a 
construction site, two tasks that drew on her police experience. She 
disliked having to wash dishes. Her biggest humiliation came after 
she helped Ayeka and the others escape arrest, when she was accused 
of being a traitor and criminal by her fellow officers. 


Kiyone’s ideal world is a quiet place without Mihoshi. At the 
end of the series, Kiyone is rewarded by promotion to Detective 
Sergeant and an elite police posting. Unfortunately, Mihoshi still 
follows her around. 


Kiyone'’s name is a reference to the Kiyone station on Japan’s 
Hakubi railway line. Her combat yo-yo weapon is probably a 
reference to the popular live-action (later animated) Japanese TV 
series, Sukeban Deka, which features a school girl undercover cop 
who fights with a battle yo-yo. 
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KIYONE 

Body 5 Mind 7 Soul 
Health Points 7 Energy Points 65 
Attack Combat Value 7 Defense Combat Value 
Total Character Points SO Total Skill Points SO 
Attributes Level Points 
Appearance 2 2 
Combat Mastery 1 2 
Damn Healthy! 2 2 
Extra Attacks 1 4 
Highly Skilled 3 3 
Own a Big Mecha 5 20 
Personal Gear 3 3 
Skills Level Points 
Gun Combat (Pistol) 1 5 
Melee Attack (Whips/Chains) 1 5 
Mechanics (Aerospace) 1 2 
Navigation (Space) il 2 
Piloting (Spaceship) 3 9 
Police Sciences (Criminology) 2 4 
Heavy Weapons (Gunnery, Launchers) 1 5 
Ranged Defense (Personal, Space) 2 ll 
Unarmed Defense (Striking) 1 5 
Urban Tracking (Underworld) 2 2 
Defect BP 


Conditional Ownership (Galaxy Police) 1 
Less Powerful Mecha 2 
Rejected by Society (As Mihoshi’s Partner) i 


PERSONAL GEAR 


Laser Pistol 


A handgun firing laser beams. (Damage 15, Concealable; 
Short Range). A major item. 


Combat Yo-Yo 


This weapon looks like a normal yo-yo, but can split into two 
halves and be used as a striking weapon. (Damage 15, 
Concealable, Flexible, Contact). It is wielded using Melee Attack 
(Whips/Chains) Skill. A major item. 


Line Thrower 


This small device can throw an entangling line capable of 
capturing someone at a distance. (Damage 20, Concealable, 
Flexible, Tangle, No Damage, Limited Shots x 2 — two attacks, 
Short Range). It uses Gun Combat (Pistol) Skill. 


Galaxy Police Pen 


This data-retrieval device can unfold a small computer 
display screen, and stores information such as search warrants and 
a database on galactic law. A minor item. 


MECHA 


Police Cruiser Yagami 
Kiyone operates this Galaxy Police cruiser. See page 64. 
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Role-Playing Game and Resource Bank 


WASHU 


Washu is the greatest scientific genius in the universe. 
Unfortunately, her inventions have often been seen as a menace. 
700 years ago, a Jurai court punished Washu for her invention of 
three terrible weapons: dimension-oscillating bullets, the orbital 
ozone-destroying cannon, and the time-space converting tachyon 
ray. She was sentenced to be placed in an Alpha-L model 
restriction capsule (a meteor-like landing capsule) and exiled into 
space. The capsule eventually landed on Earth in medieval Japan, 
where the locals realized there was something evil in the pod. 
Declaring it a goblin, they sealed it under the Masaki Shrine, 
protected by a variety of traps and a magical force field. Washu 
remained trapped there until a bored and overly curious Ryoko 
freed her. After defeating Ayeka and Ryoko, she was won over by 
Tenchi’s politeness. She found him interesting, sensing the hidden 
Jurai power within him. 


Washu differs from her Tenchi Muyo! counterpart in several 
ways. In addition to the different origin, she has no past 
connection to Ryoko, Kagato, or Ryo-Ohki, and apparently lacks 
the original Washu’s mysterious link to Lady Tokimi and Tsunami. 
She may well be “only” seven or eight centuries old, rather than the 
20,000-year-old being of Tenchi Muyo! Her inventions tend to be 
both more destructive and more whimsical than in Tenchi Muyol, 
although no less potent. She seems to enjoy inventing for the fun 
of it. Unlike the OAV version of Washu, who was concerned that 
Ryo-Ohki might be misused, this Washu has no problem with 
inventing terribly dangerous weapons for the sheer fun of it! 


Washu possesses a variety of super-scientific abilities so 
advanced that they resemble magic. She can travel in a ball of 
light, instantly transform people into humanoid animal-forms by 
rearranging their genes and accelerating the metabolism in their 
cells, and generate a protective force field. She develops several 
super-inventions during the series, at least some of which are 
practical. She is more scientist than mechanic, however, and 
(partly thanks to Mihoshi’s clumsiness) it takes her several days to 
repair the damaged ship Yagami. Unlike the OAV series, she does 
not regularly repair the other characters’ crashed ships. 


Washu’s motives for remaining with Tenchi and company 
are somewhat opaque. In contrast to the OAV version, she has no 
sexual interest in Tenchi, although she is curious about the extent 
of his powers. Washu believes science is better than the 
uncertainties of love, and has claimed (in song) that such 
relationships are stupid and boring. Perhaps she protests too 
much, and like the original Washu is hiding from a tragic affair 
centuries in the past. It is possible that (having been exiled from 
Jurai) she simply has no where else to go, and hoped that if they 
overthrew the false Yosho, she would be reinstated. After 
Kagato's defeat, a grateful Jurain people appointed her to an 
honourable post in the Science Academy. Unfortunately, she was 
soon caught inventing a weapon capable of destroying the 
universe, and was expelled. 


WASHU 


Body 4 Mind 11 Soul 7 
Health Points 8S Energy Points 830 
Attack Combat Value 7 Defense Combat Value 
Total Character Points BO Total Skill Points BO 
Attributes Level Points 
Alien Power 3 15 
Damn Health! 3 3 
Heightened Alien Power 2 2 
Highly Skilled 6 6 
Item of Power 6 12 
Mechanical Genius 3 3 
Own a Big Mecha A 16 
Personal Gear 2 2 
Alien Power Sub-Attributes Level Points 
Flight (Can Hover) 1 4 
Force Field (Stops 60) 4 12 
Special Attack: 
¢ Genetic Rearrangement (Damage 40, 

Transformation, No Damage, Uses Energy) 6 18 
Skills Level Points 
Biological Sciences (Genetic Engineering) 6 12 
Computers (Artificial Intelligence, Programming) 5 ll 
Electronics (Computers) 6 12 
Melee Attack (Sword) il 5 
Melee Defense (Sword) il 5 
Mechanics (Aerospace) 5 10 
Medical (Diagnosis) 2 4 
Physical Sciences (Physics) 6 12 
Piloting (Spaceship) 1 3 
Ranged Defense (Personal) 1 5 
Sleight of Hand (Stage Magic) 1 1 
Defect BP 
Rejected By Society (as mad scientist) 1 


MECHA 


Washu is constantly building new inventions. Since she 
often has only a couple of inventions around at any one time, it is 
assumed that she dismantles old ones and uses the parts to build 
others. In game terms, she can use her Mechanical Genius 
Attribute to dismantle an existing mecha or Item of Power and 
build something new provided she has no more mecha at any one 
time than her available Sub-Attribute Points permit. 


Subspace Laboratory 
See page 65. 


Ethereal Laptop and Floating Cushion 
See page 65. 


The Venus Dome 


Washu created a domed area on Venus that looks like an old 
west town. 


Mecha Washu 


Washu also created Mecha-Washu — page 65 — but since 
that experiment failed, its MP cost has not been counted against 
her total of Mecha Points. 


ITEMS OF POWER 


Door that Works Like a Portal 


This gadget was used twice in this TV season, both times 
allowing Washu and friends to board a hostile ship or space station. 
It is a door frame that creates a two-way teleportation portal 
between its own location and any other point within 800 metres; 
this is equivalent to Teleport Portal (open door) Level 3. No other 
limitations are described in the TV series, but if the GM wishes, it 
may have a limited operating time. Item of Power Level 3. 


Washu’s Space Computer Virus 


Washu used this device to disrupt Jurai fleet’s tactical 
computer programs during the final battle. It is a large 
cylindrical device capable of injecting a space computer virus 
into a system at close range (the device must be used at one of the 
system’s main terminals), defeating all anti-virus protocols in the 
process. The Washu-faced virus will rapidly propagate through 
other computers that share data with the main system: Item of 
Power Level 2. 


Operation Volley Ball 


This is a high-tech volley ball court, complete with an atom 
destroying volley ball. The ball disrupts the target’s atomic 
structure, doing 75 points of damage. There is a slight time delay 
on the explosion. If someone succeeds in a Defense roll, they can 
choose to catch or knock it toward someone else rather than 
simply dodging it (sacrificing their next Attack in the process). 
The ball can be passed between several characters in a round, but 
each cumulative “pass” involves a +1 penalty on Defense rolls. 
Item of Power Level 2. 


PERSONAL GEAR 


Washu equips Tenchi and company with fake identities to 
allow them to penetrate the Jurai Checkpoint Station. This 
consists of fake DNA and skeletal data, as well as contact lenses 
that fool eyeball retinal scanners. Major item of Personal Gear. 


Backpack Ion Detector 


This device analyzes ion levels in the air, which can be 
produced by ethereal events such as materialized ectoplasm. In 
other words, it is a device that can spot the presence of ghosts. It 
has Sensors (Ghosts) Level 1. Major item of Personal Gear. 


Washu Puppets 

These are a pair of small puppet-like dolls that resemble little 
versions of Washu. They appear on her shoulders and sing her 
praises, offering words of encouragement like “Washu, you're a 
genius” — a minor item of Personal Gear. 
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Role-Playing Game and Resource Bak 


NAGI 


Nagi is a lone-wolf interstellar bounty hunter, reputed to be 
the very best in the universe. She is equally at home in a low-life 
dive or at the controls of a starship. Nagi’s personality is defined 
by her relentless pursuit of arch-rival Ryoko, the only criminal 
quarry she ever failed to capture. Nagi’s character is the exact 
opposite of Ryoko’s. She is a serious person who is always 
intensely focused on her work. This is occasionally carried to the 
point of satire; for example, she wears her trademark bounty 
hunter's poncho (a Clint Eastwood reference) when walking down 
a beach on a hot day, while everyone else is in swimwear. 
However, Nagi can also be quite courteous, and has a strong sense 
of fair play. 


Nagi is assisted by Ken-Ohki, a male cabbit similar to Ryo- 
Ohki, who also transforms into her bounty-hunting cruiser. It is 
likely that Ken-Ohki and Ryo-Ohki came from the same planet or 
were created by the same entity, but they did not know each other 
before the start of the Tenchi Universe series. 


Since Ryoko and Nagi are arch-rivals whose paths have 
crossed before, this may indicate that either Ryoko or Nagi 
recently acquired their cabbit, or that Ryo-Ohki does not share its 
earlier incarnation’s memories. 


Nagi will use strategy to trap her quarry (for example, taking 
Tenchi hostage) but her ultimate goal is to defeat her enemies in a 
fair fight. She avoids taking advantage of Ryoko when the space 
pirate is injured or weakened. Throughout most of the Tenchi 
Universe series, Nagi is completely focused on defeating Ryoko 
and oblivious to the larger struggle waged against Kagato and his 
dupes. Her desire to be the only one to capture Ryoko sometimes 
means she gets in the way of the Galaxy Police or Jurai warships 
that pursue Tenchi and his friends, inadvertently aiding Ryoko. 
Partly thanks to Ken-Ohki’s influence, Nagi comes to see Ryoko as 
a person worth of respect. At the series climax, Nagi ends up 
helping Ryoko and Tenchi rescue Ayeka from Kagato. Whether 
she intends to resume pursuing Ryoko is unknown. 


NAGI 

Body 9 Mind & Soul & 
Health Points 95 Energy Points 60 
Attack Combat Value @ Defense Combat Value 7 
Total Character Points 40 Total Skill Points 60 
Attributes Level Points 
Appearance 3 3 
Combat Mastery 2 4 
Damn Healthy! 2 2 
Highly Skilled | 4 
Item of Power 3 6 
Skills Level Points 
Acrobatics (Jumping) 2 6 
Gun Combat (Sword-Gun) 2 8 
Melee Attack (Sword, Whip/Chain) 2 ul 
Melee Defense (Sword) 2 10 
Navigation (Space) 1 2 
Piloting (Spaceship) 1 3 
Ranged Defense (Personal) 1 5 
Urban Tracking (Underworld) 5 5 
Unarmed Attack (Striking) 1 5 
Unarmed Defense (Striking) ili 5 


ITEM OF POWER 


Nagi is armed with an exotic weapon that can be used as an 
energy sword, a medium-ranged blaster and an entangling whip (it 
takes her no time to change between modes, but she can only use 
one at a time). Its capabilities are: an energy sword (Damage 45, 
Field-penetrating, Contact); an energy whip (Damage 30, Flexible, 
Tangles, Short Range); a blaster (Damage 45). 
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KEN-OHKI 


Ken-Ohki is a male of the same species as Ryo-Ohki. He is the 
partner (and spaceship) of the bounty hunter, Nagi. Ken-Ohki 
resembles a light brown Ryo-Ohki. Soon after meeting Ryo-Ohki 
in cabbit form, the two become friends. This soon develops into a 
romantic interest in one another, a situation that helps thaw the 
hostile relationship between Ryoko and Nagi. The rivalry between 
their respective owners initially keeps them apart, but Ken-Ohki is 
able to share a quiet romantic with Ryo-Ohki during the beauty 
contest episode. In several encounters, Ken-Ohki helps distract 
galaxy police or Jurai warships away from Ryo-Ohki and company, 


Role-Playing Game and Resource Book 


and later acts as a decoy ship to allow Tenchi, Ryoko, and the 
others to penetrate Jurai’s defenses. Ken-Ohki also likes carrots, 
but is not as fanatical about them as Ryo-Ohki. 


KeEnN-OHKI 


Body 3 Mind 4 Soul S 
Health Points 40 Energy Points 4 
Attack Combat Value — Defense Combat Value @ 
Total Character Points 30 Total Skill Points 20 
Attributes Level Points 
Art of Distraction 1 0 
Appearance (Cute) 4 4 
Energy Bonus 1 1 
Heightened Senses 2 2 
Own a Big Mecha 6 24 
Alien Power 2 10 
Speed 1 1 
Alien Power Sub-Attributes Level Points 
Flight (Can Hover) 1 4 
Incorporeal Form 2 10 
Sensors (Life Forms, Cabbits, Nagi) 1 4 
Skills Level Points 
Heavy Weapons (Gunnery) 1 4 
Navigation (Space) 1 2 
Piloting (Spaceship) 1 3 
Ranged Defense (Air, Space) 2 il 
Defect BP 
Easily Distracted (Carrots, Ryo-Ohki) 1 
Not So Strong 2 
Weakened Alien Power 1 


MECHA 


Bounty Hunter Ship Ken-Ohki 
Ken-Ohki can transform into ship form (page 66) at will. 
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KNIGHTS OF JURAI: 
AZAKA AND KAMIDAKE 


These two guardian knights are legendary warriors that fought 
for Jurai in a great battle long ago. When peace was restored, they 
put themselves into a long sleep so that when the royal family was in 
danger they could be revived to serve the true Jurai King. The 
energy patterns needed to revive the knights were stored in Ayeka’s 
two guardian servants who bore their same names. 


The knights are revived by Yosho, and acknowledge him as 
their lord. They prove to be valuable companions, defeating a 
number of attacks by Kagato’s guards and becoming especially 
close friends with Princess Sasami. They are especially proficient 
at fighting with the staff, and can use their staves to focus powerful 
Jurai energy attacks. Azaka’s favourite attack is a powerful blue 
energy wave, while Kamidake prefers an energy-enhanced staff 
blow. They can also link their staves together and deliver an 
especially potent energy blast attack that can destroy a starship in 
one shot. 


In the final assault on Jurai, the two guardians defeated the 
evil black knights guarding the palace and thus enabled Tenchi to 
reach the throne room to confront Kagato himself. With peace 
restored, they decided to enjoy their lives as humans rather than 
return to their sleep. Azaka has since pledged himself to serve as 
Sasami’s apprentice, intending to master the arcane art of video 
arcade gaming. 


The two knights are brave, chivalrous and determined, and 
would rather face death than suffer dishonour. Both characters 
have identical game values. 


AZAKA AND KAMIDAKE 


Body 7 Mind 4 Soul 7 
Health Points 70 Energy Points 75 
Attack Combat Value 8 Defense Combat Value G 
Total Character Points 40 Total Skill Points SO 
Attributes Level Points 
Combat Mastery 2 i 
Energy Bonus 2 2 
Heightened Senses 1 il 
Highly Skilled 3 3 
Jurai Power 3 12 
Jurai Power Sub-Attributes Level Points 
Force Field: 
e Energy Shield (Stops 75, Uses Energy) 4 12 
Special Attacks 
e Jurai Energy Staff Strike (Damage 70, 
Field-Penetrating, Contact, Uses Energy) 5 15 
¢ Combined Jurai Knight Attack (Damage 90, 
Combined, Uses Energy x 2) 5 2 
e Jurai Energy Wave (Damage 40, Spreading, 

Uses Energy) 4 il 
Skills Level Points 
Acrobatics (Balance) 1 3 
Melee Attack (Staff) 2 10 
Melee Defense (Staff) ) 10 
Ranged Defense (Personal) 2 10 
Throwing (Energy Blast) 1 5 
Unarmed Attack (Strikes, Throws) 1 6 
Unarmed Defense (Strikes, Blocks) 1 6 
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THE BLAcK KNIGHTS: 
TESSAI AND TETTA 


These two knights, named Tessei and Tetta, serve as Kagato's 
final line of defense. They possess strong dark Jurai powers, and 
are almost as powerful as Azaka and Kamidake. They are brave 
and loyal to their lord Kagato, but lack the true spirit of chivalry. 
Unlike the other Jurai soldiers, the two black knights are aware 
that their emperor is not the real Yosho but a villainous usurper, 
and are still willing to serve him. The two knights use staves to 
fight and can focus waves of black energy at their enemies. 


TESSAI AND TETTA 


Body 7 Mind 4 Soul S 
Health Points 6B Energy Points SS 
Attack Combat Value 7 Defense Combat Value 5 
Total Character Points 3 Total Skill Points S@ 
Tetta is sinister and arrogant — he boasts that his potent Attributes Level Points 
attack, “Jurai’s Needle,” was developed in the time since Azaka 
and Kamidake slept. He fights Azake but is ultimately defeated, Combat Mastery 2 4 
although Azaka also collapses afterward. The other black — Energy Bonus 1 1 
knight, Tessai, is just as strong and has a very calm attitude. He Heightened Senses 1 1 
battles Kamidake, and although comes close to defeating him, Highly Skilled 3 3 
Tessai is destroyed. Jurai Power 3 12 
Both characters have identical game values. Jurai Power Sub-Attributes Level Paints 
Force Field: 
e Energy Shield (Stops 60, Uses Energy) 3 2 
Special Attacks 
e Jurai’s Needle (Damage 50, Spreading, 
Field-Penetrating, Short Range, Uses Energy) 5 15 
e Jurai Staff Strike (Damage 70, Contact, 
Uses Energy) 4 1 
Skills Level Points 
Acrobatics (Balance) 1 3 
Melee Attack (Staff) 2 10 
Melee Defense (Staff) W 10 
Ranged Defense (Personal) 2 10 
Throwing (Energy Blast) 1 5 
Unarmed Attack (Strikes, Holds) 1 6 
Unarmed Defense (Strikes, Throws) 1 6 
Defect BP 
Weakened Jurai Power 2 
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KAGATO 
(THE FALSE YosuHo) 


Kagato is a completely different person than the mad 
scientist and space pirate of Tenchi Muyo! He is still a powerful 
villain, but the Tenchi Universe's Kagato has no connection with 
Ryoko or Washu. Instead, he is a politician, swordsman, and 
member of the Jurai royal family. He possessed great potential as 
a young man, including extremely potent Jurai powers. 


Sadly, this power was his undoing, for he was unable to 
handle it, and it consumed him. The Jurai power within him fed 
his ambition, and twisted his nature to evil. He was only stopped 
by his former friend Yosho, who defeated him in a desperate 
battle. A wounded Kagato went into exile, wandering in the 
darkness of the universe, fighting fear and despair. The only 
thing that sustained him was a dream of facing Yosho again and 
killing him. 


The Jurai royal family tried to forget him, defacing all statues 
and erasing him from the records. This would prove their 
undoing, for Kagato did not die. Instead, he found another source 
of power, and centuries later, he returns to Jurai, posing as the lost 
prince, Yosho. He seizes the throne and does his best to eliminate 
all rivals. After he learns that the real Yosho was still alive, the 
focus of his ambition changes — he wants a showdown with him. 
He gets his wish and defeats Yosho, but he realizes he has one 
opponent left: Tenchi. He kidnaps Ayeka to serve as bait, although 
he may also be interested in her as a possible queen to cement his 
position as ruler. 


Kagato’s dark Jurai power is strong. He can focus it to 
perform telekinetic feats (such as crushing enemies with rocks) 
and is able to create different energy blasts. His less powerful 
blasts can be stopped by a skilled master such as Yosho, but his 
most potent attacks are very difficult to block. For close combat 
he conjures a red-and-black tinged broadsword (the Evil Imperial 
Sword) that is nearly as powerful as Tenchi’s energy sword. 
Kagato's wandering in the dark places of the universe have also 
given him a few extra abilities not normally possessed by the 
Jurai Royal Family (his Alien Power), such as the power to 
teleport himself. 


0 => ~~ 


KAGATO 
Body 7 Mind 8 Soul 7 
Health Points 70 Energy Points 895 
Attack Combat Value @ Defense Combat Value 7 
Total Character Points 6O Total Skill Points 30 
Attributes Level Points 
Alien Power 1 5 
Appearance 1 1 
Combat Mastery 2 4 
Energy Bonus 2 2 
Extra Attacks 1 4 
Heightened Senses 1 1 
Highly Skilled 3! 3 
Jurai Power 5 20 
Alien Power Sub-Attributes Level Points 
Teleport 1 5 
Jurai Power Sub-Attributes Level Points 
Battle Costume 1 1 
Force Field: 

¢ Energy Shield (Stops 90, Uses Energy) 5 15 
Special Attack 

e Energy Spiral Blast (Damage 80, Spreading, 

Short Range, Uses Energy x 2) 6 24 

e Sword Energy Blast (Damage 60, Uses Energy)5 1 

¢ Evil Imperial Sword (Damage 70, 

Field-Penetrating, Contact, Uses Energy) 5 1 
Telekinesis 4 8 
Skills Level Points 
Acrobatics (Balance) 1 3 
Melee Attack (Sword) 3 15 
Melee Defense (Sword) 3 15 
Piloting (Spaceship) 1 3 
Ranged Defense (Personal) VY 10 
Social Sciences (Politics) 4 4 
Defect BP 
Weakened Alien Power 2 
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MUREI 


Mirei is an ectoplasmic life form — a ghost. She haunts a 
mysterious vessel, a large space yacht (see page 67) or star liner that 
drifts through the Sargasso of space. To an ordinary observer, she 
is aluminescent and sometimes amorphous figure that fades in and 
out of reality. To Sasami, however, (and possibly other people, if 
she chooses) Mirei appears as a pretty girl of Sasami’s age, wearing 
adress. This is probably the form she had when she was still alive, 
since it matches a picture in an old, decayed stateroom. 


Mirei is a playful entity who yearns for companionship. She 
has no memory of her human existence. She can levitate, become 
insubstantial, and use mirrors as teleport doors. She is telepathic, 
and can draw happy memories from another person, and use them 
to create illusionary dream-playgrounds that she and her subject 
can experience. She can also use telepathic illusions to make old, 
decayed rooms on her space ship appear to be in good shape as 
long as she is present there, or conjure illusionary food and drink. 
Mirei’s ectoplasmic essence disturbed Ryo-Ohki’s senses, and 
could be detected by a special sensor built by Washu. 


MUREI 

Body 3 Mind 4 Soul 7 
Health Points SO Energy Points 75 
Attack Combat Value — Defense Combat Value @ 
Total Character Points 25 Total Skill Points O 
Attributes Level Points 
Appearance (Cute) 1 1 
Alien Power 2 10 
Energy Bonus 2 2 
Alien Power Sub-Attributes Level Points 
Flight 1 4 
Mind Control 2 8 
Teleport Portal (Mirror Teleport) 2 8 
Defect BP 
Unskilled 2 


Minor CHARACTERS 


GALAXY Po uice DETECTIVE MITSUKI 
AES STS SES RS ET ES SSS 


This redheaded police officer is a member of the Special 
Investigations Unit. She is a contemporary (and rival) of Kiyone. 
Mitsuki is somewhat arrogant, and enjoys pointing out that she 
and her friends have been promoted over Kiyone. Later, she takes 
pleasure in arresting Kiyone. After Kagato’s coup is overthrown, 
Mitsuki is mortified to have Kiyone promoted over her. Earlier, 
Mitsuki mentions two officers whom she and Kiyone both know 
that had been promoted over Kiyone: Niwase (male) became Chief 
of Public Safety Division, while Achi (female) became Marshal of 
the Sirius Branch. 


AMARUBE AND YURA 


A pair of teenage runaways and wannabe space pirates, 
Amarube (male) and Yura (female) worked in a space beef bowl 
restaurant before they are fired for slow service. While Tenchi and 
friends are eating, they break into and steal Yagami. This results 
in them being mistaken for the outlaws and chased by both the 
Galaxy Police and by Tenchi and friends. The excitement is too 
much for them, and after accidentally manoeuvring the ship into a 
collision course with a super-nova, they both passed out. They are 
captured by Tenchi and company and ejected into space in a life 
pod for the Galaxy Police to discover. 
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SasaAmi’S UNCLE 


This elderly Jurain officer is the master of Checkpoint 
Starport. Sasami calls him “uncle” although whether he is a blood 
relation or simply a friend of the family is unknown. When Sasami 
was very young, he rescued her when she was lost in a dark and 
sinister forest. He is still very fond of Sasami. When Tenchi and 
company are detected entering Checkpoint Starport, he sends his 
nephew, Sagami, to covertly help them escape without revealing 
his identity. 


SAGAMI 


This young Jurai officer at the Checkpoint Starport, seems a 
bit foppish, but he is actually a skilled fighter and kind-hearted 
individual. He is a protégé and relative of Sasami’s Uncle, secretly 
loyal to Ayeka’s party. He helps Tenchi and Sasami to escape the 
Checkpoint. He first meets Tenchi when the boy is disguised as the 
schoolgirl “Tenko.” He seemed attracted to “her,” but this may be 
just aruse. Later, he assists the undisguised Tenchi escape. 


JURAI SECRET AGENT 


This sinister fellow is an agent working for Kagato in his 
attempt to hunt down Ayeka. He is assigned to Galaxy Police 
headquarters, where he attempts to arrange the interrogation and 
arrest of Kiyone and Mihoshi. His name and identity are unknown 
but he is believed to work for either the Jurai Intelligence Bureau 
or the Jurai Embassy, both of which act quietly to express the 
wishes of the emperor. 


JURA! GUARDS AND 
PLANETARY POLICE 

Jurai soldiers can be found serving aboard Jurai fleet 
warships and in military installations. None, however, are usually 
present in the royal palace, since according to tradition the 
Knights and the King’s own Jurai Powers provide sufficient 


protection. Jurai guards wear helmets with blue and white 
uniforms, and are armed with long batons (equivalent to bokken). 


Police vary from planet to planet. They are typically 
equipped with laser pistols and police air cars (see page 66). Some 
also carry batons and large shotgun-sized beam rifles. 


Body 4 Mind 4 


Attributes 
Personal Gear — 1 (1 Point) / Potice: Own a Big Mecha — 1 
(Air Car, 4 Points) 
Defects 
Unskilled (1 BP) 
Skills 
Melee Attack (Sword) — 1, Melee Defense (Sword) — 1 


Soul 4 
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TencH! UNIVERSE TV 
SERIES MECHA 


GALAXY Po.ice PowERED ARMOUR 


25 Mecha Points 


This is a bulky and well-armed suit of fully enclosed powered 
armour, but it is somewhat clunky. The suite is armed with an 
auto-fire blaster. It can move on the ground at the user’s walking 
or running speed, or fly using its own temperamental rocket jets. 
An operator must make a Body-based Piloting (Aircraft) Skill 
Check to fly the suit without losing control. The first suit was 
destroyed by Katsuhito, using his bokken. Mihoshi received a 
second replacement suit from Kiyone’s cruiser, but she has 
difficulty operating the suit’s rocket jets, and it is destroyed in a 
crash. When operating the powered armour, Mihoshi wears a 
tight-fitting body stocking. 


Mecha Sub-Attributes 

Armour Level 2 (8 MP), Flight Level 1 (can hover, 4 MP), Life 
Support Level 2 (2 MP), Weapon Level 3: auto-fire blaster 
(Damage 30, Auto-Fire, 12 MP) 
Mecha Defects 

Other Mecha Defects: Cannot get up if knocked over (1 MBP) 


Derived Values 
Armour: 20, Health Points: 40 


PIRATE SHIP Ryo-OnkI 
120 Mecha Points 


As a spaceship, Ryo-Ohki is slightly less powerful than she is 
in the Tenchi Muyo! OAVs (as shown by Mihoshi’s cruiser being 
able to cripple her) but is still very fast, well armoured, and 
manoeuvrable. She has one new special ability: if fed hot peppers, 
she will glow red, and her speed will increase dramatically for a 
short time! However, this “operation speed up” is not done lightly, 
since it results in a very irritated (and hungry) Ryo-Ohki after the 
effects wear off. Ryo-Ohki is equipped with a beam cannon firing 
spiralling red energy beams and a short range teleport beam. Her 
bridge contains four crystals. 


Tenchi and company usually travels in the Yagami (thanks to 
its greater living space), with Ryo-Ohki serving as a backup that 
allows them to make surprise attacks. The cabbit’s ability to 
suddenly transform into a spaceship allows Tenchi and company 
to escape from several difficult situations. However, the ship's 
durability, speed and agility are put to their greatest test in the 
final assault on the royal palace. With Ryoko at the controls, Ryo- 
Ohki proves equal to the task, smashing her way through the Jurai 
planetary defenses and (despite major damage) safely delivering 
Tenchi and the knights to Jurai. 


Mecha Sub-Attributes 


Armour Level 4 (16 MP), Extra-Capacity Level 4 (4 MP), 
Extra Endurance Level 4 (4 MP), Flight Level 4 (Can Hover, 16 
MP), Life Support Level 2 (2 MP), Reincarnation Level 2 (2 MP), 
Sensors Level 3 (Life Forms, 4 MP), Space Flight Level 5 (10 MP), 
Special Equipment Level 4 (Short-Range Transporter, 8 MP), Star 
Drive Level 4 (8 MP), Summonable (Become a Mecha) Level 2 (10 
MP), Toughness Level 4 (16 MP), Unique Ability (Pepper-Boost 
Drive, 3 MP), Weapon Level 6: Beam Cannon (Damage 60, 
Spreading, Long Range, 24 MP), Weapon Level 5: Auto-Fire Beam 
Cannon (Damage 60, Auto-Fire, 1 MP) 


Mecha Defects 


Awkward Size Level 4 (4 MBP), Other Mecha Defects: No 


Arms (2 MBP), No Ground Movement (2 MBP) 


Derived Values 
Armour: 40, Health Points: 120 


SPECIAL EQUIPMENT 


Short-Range Transporter 


This teleport system can transport a group of people to and 
from the ship. The subject or destination must be in line of sight 
(not inside a building or another ship, for example), and it cannot 
work through a force field. The maximum range seems to be about 
50 metres — it cannot “beam down” someone from orbit, but is a 
good way to quickly board or leave a spaceship. 


Ryu-Ou 


110 Mecha Points 


This is Ayeka’s personal space yacht, which she has had since 
she was a little girl. It is a wooden spaceship with a tree in its 


centre. It is less powerful than the Ryo-Oh of the OAV series, but 


even so, it possesses equal firepower to Ryo-Ohki. Following a | 
battle with Ryo-Ohki, it crashes into the lake near the Masaki — 
shrine and is destroyed. However, its seed survives, rooted on the 


wreck of the original. The seed has begun to sprout by theend of 


the TV series, but shows no signs of forming a new starship onits _ 
own. It seems probable that the tree would need to be removed 
and placed within an appropriate ship hull for this to occur. If 
someone with Jurai power prays to it, the seed can generate a few _ 
drops of magical sap, which has the ability to revitalize someone 
with Jurai blood that is suffering from illness or depression. 


Mecha Sub-Attributes 

Armour Level 2 (8 MP), A.I. Level 3 (6 MP), Extra-Capacity 
Level 5 (5 MP), Extra Endurance Level 5 (5 MP), Flight Level 4 (can 
hover, 16 MP), Force Field Level 4: (Stops 60, 12 MP), Life Support 
Level 2 (2 MP), Reincarnation (1 MP), Sensors Level 3 (Life Forms, 
4 MP), Space Flight Level 3 (6 MP), Special Equipment Level 4 
(Short-Range Transporter, 8 MP; see Ryo-Ohki for description), 
Star Drive Level 3 (6 MP), Toughness Level 4 (16 MP), Weapon 
Level 6: Beam Cannon Batteries (Damage 60, Area-Effect, Long 
Range, 24 MP) 


Mecha Defects 

Awkward Size Level 5 (5 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 
Stats 

Body 5, Mind 5, Soul 0 


Derived Values 


Armour: 20, Health Points: 120, Attack Combat Value: 5, 
Defense Combat Value: 3 
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GUARDIAN Loss 
AZAKA AND KAMIDAKE 


30 Mecha Points each 


These two guardians serve princess Ayeka. They have the 
same stoic, loyal, personality as the OAV counterparts, but possess 
slightly different abilities. This includes the power to hypnotize 
weak minds. The major difference from the OAV series is the 
revelation late in the series that the two logs were programmed 
with the personalities of the legendary Jurai knights, Kamidake 
and Azaka, and that they contain the energies needed to revive 
them. When Yosho engineers this resurrection, the two logs are 
depleted of energy and cease to function. However, after Kagato is 
destroyed, Ayeka arranges for them to be re-energized, and they 
continue to serve as her loyal retainers and companions. 


Mecha Sub-Attributes 


Armour Level 1 (4 MP), A.I. Level 6 (12 MP), Flight Level 1 
(Can Hover, 4 MP), Life Support Level 2 (2 MP), Mind Control 
Level 1 (4 MP), Toughness Level 1 (4 MP), Weapon Level 2: 
Capture (30 Damage, Stun, Tangle, Contact, 8 MP), Weapon 
Level 1: Energy Blast (30 Damage, Short Range, 1 MP) 


Mecha Defects 


Awkward Size Level 1 (1 MBP), Not So Tough (2 MBP), Other 
Mecha Defects: No Arms (2 MBP), No Ground Movement (2 
MBP), Reduced Capacity (2 MBP) 


Stats 
Body 8, Mind 4, Soul 6 


Derived Values 


Armour: 10, Health Points: 50, Energy Points: 50, Attack 
Combat Value: 6, Defense Combat Value: 4 


SASAMI’S SHIP 
110 Mecha Points 


In Tenchi Universe, the battleship Tsunami does not make an 
appearance. Instead, Sasami’s personal vessel is a medium-sized 
Jurai space yacht similar to her sister’s Ryo-Oh. It is never involved 
in battle, but it is probably equivalent to Ayeka’s. It is destroyed 
soon after it is introduced as a result of an unfortunate accident 
involving Ryo-Ohki and a carrot. The GM can assume it is 
identical to Ryu-Oh, although it may be a bit less powerful. 
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GALAXY Po ice CRUISER YAGAMI 
100 Mecha Points 


Kiyone visits Earth aboard this very capable space cruiser. 
The red-painted Yagami is a medium sized starship capable of 
high speed (just as fast as Ryo-Ohki) and possessing good 
firepower. Fortunately, its cargo hold is exactly the right size to 
carry the Masaki house inside it. Yagami’s main armament is a 
torpedo launcher that fires a missile that travels to the target area, 
and then breaks open to release many small missiles. It also has a 
laser cannon. In Tenchi Universe, Yagami is the mobile home for 
the travellers during their space adventures. The ship is normally 
entered through an airlock-boarding tube, but also has short-range 
transporter device. It has a bridge with conventional controls 
(usually seating two people), as well as a large lounge, several 
corridors, and a cargo bay that carried a spare powered suit for 
Mihoshi. This was later destroyed, and the cargo bay was taken 
over by the Masaki house. Yagami is somewhat lacking in 
endurance, and can only operate for a short time (a few days to a 
week) before needing maintenance and/or refuelling. This often 
forces the group to make regular stops for extra fuel or repairs. 


Life Pods 


Small escape pods that act as landing pods or boats and will 
protect the occupants if Yagamiis destroyed; they are also good for 
disposing of unwanted stowaways. Yagami carries several pods. 


Mecha Sub-Attributes 


Armour Level 3 (12 MP), Extra Capacity Level 5 (5 MP), Extra 
Endurance Level 2 (2 MP), Flight Level 5 (Can Hover, 20 MP), Life 
Support Level 2 (2 MP), Sensors Level 4 (4 MP), Space Flight Level 
4 (8 MP), Special Equipment Level 4 (Short-range Transporter, see 
Ryo-Ohki; 8 MP), Life Pods Level 1 (2 MP), Star Drive Level 4 (8 
MP), Toughness Level 4 (16 MP), Weapon Level 5: Multiple 
Missile Launcher (Damage 75, Long Range, Spreading, Limited 
Shots x2: 2 attacks, 20 MP), Weapon Level 5: Laser Cannon 
(Damage 60, Long Range, 2 MP) 


Mecha Defects 


Awkward Size Level 5 (5 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 


Derived Values 
Armour: 30, Health Points: 120 
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MECHA-WASHU 
60 Mecha Points 


Mecha-Washu is a female-shaped robot duplicate of Washu. 
Mecha-Washu was intended to be programmed by Washu’s 
personality and act as her assistant. Unfortunately, it was 
accidentally programmed with Mihoshi’s mind instead. The robot 
is also a test-bed for various weapons Washu has developed, 
including: 


Mecha-Washu Punch 
A rocket propelled forearm and fist. 


Mecha-Washu Beam 

A powerful energy beam. 

It has two major weaknesses: a self-destruct system (which 
can be activated through Washu’s laptop, but which only destroys 
the body, not the head) and a switch on the back of its head that 
turns it off. This switch can only be effectively reached if Mecha- 
Washu is distracted (for example, watching TV). 

Mecha Sub-Attributes 

Armour Level 6 (24 MP), A.I. Level 6 (12 MP), Life Support 
Level 2 (2 MP), Reincarnation (Spare Body, 2 MP), Toughness 
Level 2 (8 MP), Weapon Level 4: Mecha-Washu Beam (60 Damage, 
16 MP), Weapon Level 4: Mecha-Washu Punch (75 Damage, Short 
Range, 2 MP) 

Mecha Defects 

Reduced Capacity (2 MBP), Unique Defect (Mihoshi’s Mind, 
2 MBP), Unique Defect (Off Switch and Self-Destruct, 2 MBP). 
Stats 

Body 10, Mind 3, Soul 5 


Derived Values 


Armour: 60, Health Points: 80, Energy Points: 40, Attack 
Combat Value: 6, Defense Combat Value: 4 


WASHU’S ETHEREAL LAPTOP AND 
FLOATING CUSHION 


10 Mecha Points 


Washu makes less use of this device in Tenchi Universe, but 
its effects are identical the gadget described in Tenchi Muyo. 
Mecha Sub-Attributes 

Flight Level 1 (Can Hover, 4 MP), Sensors Level 1 (Scientific, 
2 MP), Special Equipment Level 1 (Super-Computer Terminal, 2 
MP), Summonable Level 2 (8 MP) 

Mecha Defects 


Other Mecha Defects: Exposed Occupants (2 MP), No Arms 
(2 MP), No Ground Movement (2 MP) 


Derived Values 
Armour: 0, Health Points: 40 


WASHU’S SUBSPACE LABORATORY 
ComMPLEX 


70 Mecha Points 


A variety of structures and lab equipment are located within 
Washu’s subspace dimensional pocket. The lab complex’s 
dimension in Tenchi Universe appears a bit smaller than the one 
in Tenchi OAV series, but is still impressive, and may be even more 
densely packed with exotic equipment. Washu is constantly 
redesigning the equipment and capabilities of her laboratory. 
However, examples of special equipment installed in the 
laboratory at various times in the series include: 


Dimension Cause-and-Effect Controller 


Also known as a dimensional tuner, this is a huge, weird 
machine that, in Washu’s words, “controls dimensions, cause and 
effect.” Washu considers it her best invention in 700 years, which 
is not too surprising considering that she was imprisoned in a cave 
during that time! As described in the episode summaries of 
Episodes 11-13, its console can create worlds to order and insert 
their creator into them. It seems to have a certain ability to “read” 
the user's desires. However, the results are unpredictable, and 
meddling with its controls can entangle space and time, with 
catastrophic effect. Consequently, the GM should always be the 
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final judge on exactly how successful any attempt to use this device 
is. Washu may have used an earlier prototype to access the 
carnival “Hells” that Tenchi and Sasami visited in Episode 7. This 
device can also be considered a precursor of the time machine that 
Washu uses in the movie, Tenchi Muyo in Love. GMs who wish to 
blend characters from various continuities can use this device as a 
way to explain the many different Tenchi continuities, and 
perhaps a means of allowing characters from one continuity to 
visit or merge with another. 


Pseudo-Space Mind Digitizer 


This device uses excess energy from pseudo-space to 
duplicate digitized mind data. Translating Washu’s techno- 
babble, it means that if someone stands in the scanning tube, it 
will make a copy of his or her mind, which can be then 
downloaded into a specially built robot that occupies the second 
receiver tube. The device may malfunction if other genetic 
material is left in the scanning tube (such as a strand of hair). 
Washu built the device to transfer her own mind patterns to a 
robot duplicate she made of herself. 


Extra Dimensional Bath 


A bathroom in Tenchi’s house has been modified so that the 
door connects to another dimension, probably by way of Washu’s 
laboratory. If a man opens the door into the bathroom, it just 
leads to the original bath room; if a woman does so, it goes to the 
lady's bath, a much larger and fancier facility in another 
dimension. 


Mecha Sub-Attributes 

Accessories Level 1 (extra-dimensional bath, 1 MP), Armour 
Level 1 (4 MP), Dimensional Portal (city block-sized, mobile portal 
is Washu’s laptop, extra fixed portal is in Tenchi’s storage closet, 16 
MP), Extra Capacity Level 3 (3 MP), Extra Endurance Level 6 (6 
MP), Sensors Level 3 (scientific scanning, 4 MP), Special 
Equipment Level 6 (dimensional thing, 12 MP), Special Equipment 
Level 4 (pseudo-space mind digitizer, 8 MP), Special Equipment 
Level 3 (science Lab, 6 MP), Toughness Level 4 (16 MP) 


Mecha Defects 


Awkward Size Level 4 (4 MBP), Other Mecha Defects: No 
Ground Movement (2 MBP) 


Derived Attributes 
Armour: 10, Health Points: 120 
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GALAXY Potice PATROL SHIP 
90 Mecha Points 


A number of different cruiser designs are used by the Galaxy 
Police, ranging from small patrol shuttles to giant battleships. 
Kiyone’s Yagami is an example of the high end of Galaxy Police 
vessels. Statistics for a more typical patrol ship, armed with beam 
cannon, are given below: 


Mecha Sub-Attributes 


Armour Level 3 (12 MP), Extra Capacity Level 4 (4 MP), Extra 
Endurance Level 2 (2 MP), Flight Level 4 (Can Hover, 16 MP), Life 
Support Level 2 (2 MP), Sensors Level 4 (Life Forms, 5 MP), Space 
Flight Level 4 (8 MP), Special Equipment Level 4 (Short-Range 
Transporter, see Ryo-Ohki; 8 MP), Star Drive Level 3 (6 MP), 
Toughness Level 4 (16 MP), Weapon Level 5: Double Beam 
Cannon (Damage 60, Long Range, 20 MP) 


Mecha Defects 

Awkward Size Level 5 (5 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 
Derived Values 

Armour: 30, Health Points: 120 


Po ice Air CAR 
20 Mecha Points 


These fliers are used by planetary police forces on several 
worlds, such as planet Concor. They mount engines in pods, and 
are capable of vertical takeoff and landing or hovering in mid air. 
Police Air Cars are slower and less heavily armed than a typical 
spaceship, and not capable of space flight. 

Mecha Sub-Attributes 


Armour Level 1 (4 MP), Extra Capacity Level 2 (2 MP), Flight 
Level 2 (Can Hover, 8 MP), Sensors Level 1 (1 MP), Toughness 
Level 1 (4 MP), Weapon Level 2: Beam Cannon (Damage 30, 8 MP) 
Mecha Defects 


Awkward Size Level 2 (2 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP), Not So Tough 
(1 MBP) 


Derived Values 


Armour: 10, Health Points: 55 


Bounty HuNTER SHIP KEN-OHKI 
120 Mecha Points 


Ken Ohki’s starship form possesses similar capabilities to 
Ryo-Ohki’s (see page 63). The two living ships look slightly 
different, but Ken-Ohki can be fitted with a camouflage shell that 
enables him to pass as Ryo-Ohki. This can be treated as either 
Special Equipment Level 1 or as an Item of Power created by 
Washu at the GM’s option. 


SPACE TAXI 
30 Mecha Points 


Small car-sized spaceships of this sort carry fares through the 
galaxy, occasionally passing through our solar system. One is 
involved in a collision with a space freighter near Saturn. 
Mecha Sub-Attributes 


Armour Level 1 (4 MP), Extra Capacity Level 2 (2 MP), Extra 
Endurance Level 1 (1 MP), Flight Level 4 (12 MP), Life Support 
Level 2 (2 MP), Sensors Level 1 (1 MP), Space Flight Level 3 (6 
MP), Star Drive Level 2 (4 MP), Toughness Level 1 (4 MP) 


Mecha Defects 

Awkward Size Level 2 (2 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 
Derived Values 

Armour: 10, Health Points: 60 


SPAcE YACHT 
40 Mecha Points 


This large passenger yacht has a spacious interior, and is 
often used by retired elderly people to travel around space. They 
rarely carry any specially trained crew, and thus occasionally break 
down in out of the way places. Fortunately, Galaxy Police resident 
officers are on call to help fix broken engine valves! 


Mecha Sub-Attributes 


Armour Level 1 (4 MP), Extra Capacity Level 5 (5 MP), Extra 
Endurance Level 2 (2 MP), Flight Level 4 (12 MP), Life Support 
Level 2 (2 MP), Sensors Level 2 (2 MP), Space Flight Level 3 (6 
MP), Star Drive Level 2 (4 MP), Toughness Level 3 (12 MP) 


Mecha Defects 


Awkward Size Level 4 (4 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP), Unique Defect: 
Breaks Down Frequently (1 MBP) 


Derived Values 
Armour: 10, Health Points: 100 
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SPACE FREIGHTER 
50 Mecha Points 


Large cargo ships of this sort ply the space lanes, sometimes 
passing through our solar system. One is involved in a collision 
with a space taxi near Saturn. 


Mecha Sub-Attributes 


Armour Level 2 (8 MP), Extra Capacity Level 6 (6 MP), Extra 
Endurance Level 3 (3 MP), Flight Level 4 (12 MP), Life Support 
Level 2 (2 MP), Sensors Level 2 (2 MP), Space Flight Level 3 (6 
MP), Star Drive Level 2 (4 MP), Toughness Level 4 (16 MP) 


Mecha Defects 


Awkward Size Level 5 (5 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 


Derived Values 
Armour: 20, Health Points: 120 


JURAI BATTLESHIP 
125 Mecha Points 


The Jurai Fleet has many large warships. Each is equipped 
with many beam cannons, a teleport beam, and a shrinking ray, 
and can carry many Jurai soldiers. Inside are rounded, vaguely 
organic tunnels, which are watched by television cameras with 
monitors on the ship's control room. It has a cellblock with force 
field doors and telepathic shielding. One of these ships is 
dispatched to capture Ayeka and company, and later the travellers 
encounter more. Their great firepower is lessened by the poor 
marksmanship of their gunners. 


Shrink Ray 


This ray shrank the Tenchi house to miniature size. The ray 
was never used offensively, so it is likely that its range or accuracy 
prevents its effective use against an alert target. 


Mecha Sub-Attributes 


Armour Level 2 (8 MP), A.I. Level 3 (6MP), Extra Capacity Level 
6 (6 MP), Extra Endurance Level 5 (5 MP), Flight Level 4 (Can Hover, 
16 MP), Force Field Level 3 (Stops 45, 9 MP), Life Support Level 2 (2 
MP), Sensors Level 5 (Life Forms, 6 MP), Space Flight Level 3 (6 MP), 
Special Equipment Level 1 (Cells with Force Fields, Security Cameras, 
and Telepathic Shielding, 2 MP), Special Equipment Level 4 (Short- 
Range Transporter, 8 MP; see Ryo-Ohki for description), Special 
Equipment Level 4 (Shrink Ray, 8 MP), Star Drive Level 3 (6 MP), 
Toughness Level 5 (20 MP), Weapon Level 6: Primary Beam Cannon 
Batteries (Damage 60, Area-Effect, Long Range, 24 MP), Weapon 
Level 6: Batteries of Smaller Beam Cannon (Damage 45, Auto-Fire, 
Long Range, Spreading, Different Gunner, 7 MP) 


Mecha Defects 

Awkward Size Level 6 (6 MBP), Crew Requirement (Large, 2 
MBP), Other Mecha Defects: No Arms (2 MBP), No Ground 
Movement (2 MBP), Not So Tough (2 MBP) 
Stats 

Body 5, Mind 5, Soul 0 


Derived Values 


Armour: 20, Health Points: 130, Attack Combat Value: 5, 
Defense Combat Value: 3 
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JURA! GUNSHIP 
80 Mecha Points 


This spaceship attacked Tenchi and company at the 
Forbidden Place. It was capable of firing a ray that trapped Ryo- 
Ohki inside a green crystal. The two Knights, Kamidake and 
Azake, had no trouble disposing of it. The crystal shatters after the 
ship is destroyed. 


Mecha Sub-Attributes 


Armour Level 2 (8 MP), Extra Capacity Level 3 (3 MP), Extra 
Endurance Level 4 (4 MP), Flight Level 4 (Can Hover, 16 MP), 
Force Field Level 1 (3 MP), Life Support Level 2 (2 MP), Sensors 
Level 5 (life forms, 6 MP), Space Flight Level 3 (6 MP), Star Drive 
Level 3 (6 MP), Toughness Level 3 (12 MP), Weapon Level 5: 
Double Beam Cannon (Damage 60, Long Range, 20 MP), Weapon 
Level 5: Crystalization Ray (Damage 60, Incapacitating, No 
Damage, Static, 2 MP) 


Mecha Defects 

Awkward Size Level 4 (4 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 
Derived Values 

Armour: 20, Health Points: 100 
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JURAI PLANETARY DEFENSE 
SATELLITES 


55 Mecha Points 


These deadly robot weapons form planet Jurai’s last Extra- 
Planetary Defense Grid. They are spherical satellites equipped 
with four gun barrels. They rotate to bring each gun into line, 
firing a lethal Jurai energy blast powerful enough to inflict 
significant damage to a ship of Ryo-Ohki's class. Their internal 
mechanisms are vulnerable to damage, and thus they are 
protected with robot tentacles that deliver powerful electrical jolts. 


Mecha Sub-Attributes 


A.I. Level 4 (8 MP), Armour Level 3 (12 MP), Extra 
Endurance Level 6 (6 MP), Life Support Level 2 (2 MP), Sensors 
Level 4 (Life Forms, 5 MP), Toughness Level 2 (8 MP), Weapon 
Level 5: Beam Cannon (Damage 60, Long Range, 20 MP), Weapon 
Level 4: Electro-Tentacles (Damage 45, Flexible, Spreading, Stun, 
Internal, Short Range, 1 MP) 


Mecha Defects 

Awkward Size Level 3 (3 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 
Stats 

Body 6, Mind 6, Soul 0 


Derived Values 


Armour: 30, Health Points: 80, Attack Combat Value: 6, 
Defense Combat Value: 4 


CRYSTAL URCHIN Rospots 
40 Mecha Points 


These hovering robots surround the approaches to the royal 
palace, and are Jurai’s last line of defense. They resemble giant 
crystal sea urchins, and fire shard-like missiles capable of inflicting 
a great deal of damage. There are hundreds of these robots, but 
although heavily armed, they are lightly armoured. 


Mecha Sub-Attributes 


A.I. Level 4 (8 MP), Armour Level 1 (4 MP), Extra Endurance 
Level 6 (6 MP), Flight Level 1 (can hover, 4 MP), Life Support Level 
1 (1 MP), Sensors Level 2 (life forms, 3 MP), Weapon Level 5: 
Crystal Missiles (Damage 60, Armour-Penetrating, 20 MP) 


Mecha Defects 


Awkward Size Level 2 (2 MBP), Other Mecha Defects: No 
Arms (2 MBP), No Ground Movement (2 MBP) 


Derived Values 
Armour: 10, Health Points: 40 
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MASAKI HOLDINGS 


In Tenchi Universe, the Masaki house and shrine are similar 
to those from the Tenchi Muyo! OAV. The house, designed by 
Nobuyuki himself, is located at the bottom of the hill on which 
the sacred shrine was built. Unlike the house in the OAV, this 
house was never located near the city of Kurashiki. The three- 
story dwelling is situated on the shore of a calm lake, surrounded 
by a beautiful forest. Although the house and shrine seem very 
remote and isolated, a bus stop is within walking distance for 
both Tenchi and Nobuyuki; they use the bus daily to reach school 
and work respectively. 


In Episode #14, the Jurai military teleports the house and the 
inhabitants into one of their spaceships when they arrive to arrest 
Ayeka and Sasami. They subsequently shrink the house to 
approximately 1:100 scale, and the Azaka and Kamidake guardian 
logs to 1:15 scale. Nobuyuki, Mihoshi, Kiyone, and Washu soon 
return in a space pod with the miniaturized house. 


Washu enlarges the house once again inside Yagami’s cargo 
bay during the journey to Jurai. Since Yagami’s living quarters are 
not adequate for an entire family, everyone lives in the Masaki 
house. Although nothing is mentioned of it, Washu obviously 
jury-rigs the house’s plumbing and electricity, most likely tapping 
into Yagami’s systems. 


0 k= ~~ 


WASHU’sS LABORATORY 


Washu’s lab is apparently not as large as the one in the OAV 
series. Alternatively, the lab may be the same size, with much of it 
remaining unseen during the episodes. Since Washu’s lab 
activities are not featured as prominently in Tenchi Universe, the 
importance of a large lab is diminished. 


One factor contributing to the size reduction is the 
elimination of holding tanks for other worldly creatures, 
specifically the Mass. When Washu is released from her prison 
aboard the Soja in the OAV and builds her lab in Tenchi’s house, 
she taps into an existing dimension that holds much of her 
research tools (including the Mass). Thus, her lab is quite large 
and well stocked with exotic test subjects and equipment. In 
Tenchi Universe, Washu probably constructs the lab dimension 
with fewer resources, resulting in a small facility. 


It is unclear whether or not Washu’s pocket dimensions (lab, 
ladies bath, others) completely survive the translocation of the 
Masaki house, and the building’s subsequent shrinking, enlarging, 
and journey through space aboard the Yagami. Some dimensional 
connections may have been severed or altered. 


WASHU’S CAVE 


Washu, the “horrible goblin that came from the sky,” was 
sealed in a cave 700 years ago. The area citizens built the Masaki 
shrine with a magical force field to imprison the goblin. 


The cave has a red torii, or shrine gate, at the entrance, and 
gentle steps leading up to its mouth. The first several hundred feet 
of the cave is a rough-cut tunnel that penetrates into the hillside, 
approximately five metres high and wide and gently sloping 
downwards. The tunnel is barricaded by a large shintai, or holy 
rock, wrapped in a sacred shimenawa rope. Gohei, or zigzagged 
cloth streamers, hang from the shimenawa; clearly this is one of 
the seals to the goblin’s prison. 


Past the shintai, the tunnel continues. Certain rocks on the 
floor are traps initially designed to warn intruders rather than 
harm them. Tenchi triggers one that fires a suction-cup arrow at 
Ryoko’s head when they explore the cave, with the word “Go Home 
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Fool,” written on it. A second trap stone one the wall drops a red 
metal cage on the intruder, complete with alarm bells and a sign 
that calls the captive stupid. 


As Tenchi and Ryoko move deeper into the cave, the traps 
become far more severe. These include a sequence of spiked 
boulders that fire from the wall; heavy logs that fall from the 
ceiling; and barrages of jagged blades, four-point shuriken, and 
fletched arrows. Finally, the tunnel ends in a smooth stone slab 
that blocks the entrance to the central prison. 


The large 10-metre-high chamber has a circular floor, 
approximately 20 metres in diameter. The floor is polished grey 
stone with an inlaid white pattern cutting across its surface in arc 
formations. Over a dozen rough stone pillars, four metres in 
height, are placed in seemingly random arrangements around the 
room. In the centre of the chamber is an eight-metre-tall facetted 
stone column, angled at the top and wrapped in a shimenawa with 
attached gohei. When Ryoko lifts the giant rock into the air, cables 
that anchor it to the ground are visible. The pillar is the capsule in 
which Washu was imprisoned for seven centuries. 


Ryo-On’s TREE 


Unlike in the Tenchi OAV series, Yosho’s tree ship, Funaho, 
does not make an appearance in Tenchi Universe. Ayeka’s ship, 
Ryo-Oh, is destroyed when it collides with Ryo-Ohki and crashes 
into the lake near Tenchi’s house. A few month’s later, Ryo-Oh’s 
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seed sends a signal from the lake indicating that it is rooted on the 
wreck of its ship and regenerating. Although it cannot function 
independently of the ship and has only regenerated 0.05% of its 
original size, Ayeka is surprised that it could regenerate at all away 
from Jurai. Even at this early stage, Ryo-Oh is strong and healthy 
enough to grow straight up from the bottom of the lake and break 
the surface of the ice. 


All early generation Jurain trees possess powerful healing 
properties, and the new Ryo-Oh is no exception. When Tenchi 
suddenly falls very ill one evening, Sasami rushes to Ryo-Oh to 
pray to the seedling. Ryo-Oh sends out a beam of light and 
produces a large drop of sap on one of its two leaves. Sasami 
gently pours the sap into her hands and rushes it to Tenchi for him 
to ingest. The next morning, Tenchi is healthy once again. 


Although it appears that the sap healed Tenchi, it is unclear 
exactly what happened during the evening. The guardian logs are 
surprised that the sap’s healing properties would work on an 
Earthling; they do not yet know of Tenchi’s Jurain roots. Through 
foreshadowing, this revelation supports the fact that the sap only 
works on those with Jurai blood — even those, like Tenchi, who are 
only one-quarter Jurain. Conversely, it is also suggested that 
Tenchi’s sudden illness results from repressed memories of the day 
his mother died. Through the night, Tenchi’s subconscious works 
through his memories and resolves his emotional conflicts. It is 
certainly possible that Tenchi’s mind “healed” his body without 
any benefit from Ryo-Oh’s sap. This would either mean that the 
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sap has the potential to heal Tenchi, but he did not need it, or it 
really did not have any effect on Tenchi because he is not purely 
Jurain. The former possibility is more probable, based on the 
presentation within the episode. 


By the end of Tenchi Universe when Tenchi and his family 
return home, Ryo-Oh has grown into a tall tree. Although 
unlikely that Ryo-Oh is fully mature, its growth rate is at least 100 
times faster than its Earth counterparts. Whether or not Ayeka 
reclaims Ryo-Oh as her ship upon her impending return to Earth 
is unresolved. 


NosBuYuki’sS OFFICE 


Nobuyuki owns and operates his own architectural design 
company in Kurashiki. His small office is located on one of the 
upper floors of a nine-story complex in the heart of the city. 
Nobuyuki’s main work room is large enough to comfortably hold 
his drafting table, desk with computer, and side table, along with 
an array of drafting tools and works in progress. 


Little is mentioned of his company, other than how busy 
Nobuyuki’s workload is, and so it is unclear if he has any partners 
or designers that work in the company. Nobuyuki’s secretary, 
Reiko, is a young cheerful woman; the two characters have a very 
friendly and close (but professional) relationship. 


Mino-Kiyo’s APARTMENT 


Mihoshi and Kiyone’s apartment is located on the outskirts 
of Kurashiki beside the railway tracks on the route between 
Tenchi’s bus stop and his school. The small apartment is on the 
top floor of a two-story complex that has about five other 
apartments for rent. The combined living and sleeping area is six 
tatami mats in size (4 metres by 3 metres), with a small kitchenette 
(no stove; hot plate only) and water closet attached. There is no 
bathing area, which requires the Galaxy Police officers to either 
visit public baths when they can afford it or Washu’s luxurious hot 
springs dimension at the Masaki residence. 


With little money and meagre food preparation facilities, 
Mihoshi and Kiyone rely extensively on instant foods such as 
snacks and dried ramen noodles. Since they have no pride in their 
accommodations, the apartment is often cluttered with garbage. 
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The only pieces of furniture in the apartment are two sleeping 
mats, two small shelves, kitchen cupboards, and a small round 
dining table. The table must be turned on its side and propped 
against the wall at night to clear a sleeping area. 


Interestingly, Mihoshi and Kiyone are required to find part- 
time jobs on Earth to cover their living expenses. This indicates 
that Galaxy Police officers stationed as resident officers are not 
granted a stipend to offset the increased cost of operations. This 
Galaxy Police policy sharply contrasts with most business 
practices in Japan and North America. 


The apartment is damaged extensively when Tenchi and the 
gang drop by for a visit. One of Ryoko and Ayeka’s arguments 
turns violent, resulting in an explosion that shatters windows and 
scorches the apartment walls. Surely, Miho-Kyo lose their damage 
deposit after that disaster! 


THE Eiaut Worst HELLS 


At the carnival in Episode #7, Washu runs a “haunted 
mansion” that features the Eight Worst Hells. Thinking they 
would have a fun time, Tenchi, Sasami, and Ryo-Ohki accept 
Washu's offer for free admittance. 


At the end of the entrance corridor is a nondescript wooden 
door. When Tenchi opens it, however, he nearly falls off a cliff edge 
into a raging sea of magma. In the distance, giant flames arc from 
the surface of the molten rock flows. This is the Hell of Boiling 
Blood. The guardians of this Hell rises from the magma, towering 
hundreds of feet above the sea. The red demon is very muscular, 
with sharp teeth, white horns, and pointed ears. He carries a 
deadly pitchfork, on which is impaled a bloody humanoid carcass. 


Tenchi pulls himself back to safety only to discover that the 
corridor is transformed into the Hell of the Hill of Needles. As far 
as the eye can see, the rolling landscape is covered in billions of 
razor-sharp metal shards, protruding from the earth. Emaciated 
corpses, impaled on the needles, stain the hills crimson with 
blood. With the exception of a few metres around the doorway, it 
is impossible to travel the land without eviscerating oneself on the 
hazardous terrain. 


On the other side of the door, the three characters find 
themselves in yet another Hell, this one unnamed. The 
environment is reminiscent of outer space, with a plethora of stars 
shining in the distance; there is no lack of breathable air, however. 
Tenchi precariously hangs from the door with his feet, holding 
Sasami and Ryo-Ohki to prevent them from falling. An intense 
bright object suddenly appears nearby and shoots flaming orbs of 
white-hot light towards them. Tenchi loses his grip, and the three 
plunge into darkness. Some time later, they emerge from the 
attraction, having cleared all eight Hells. 


The Hells represented in Tenchi Universe are altered version 
of the eight hells that some branches of Buddhism believe exist. 
According to Richard Craze’s Hell (1996, Conari Press, Berkeley), 
one of the eight hells must be endured, depending on the sin 
committed, in the time between death and rebirth. 


SAMJIVA — Hell of Repetition; for anyone killing any living 
creature. 


KALA-SUTRA — Hell of Black Coils; for thieves (possibly the 
Hell of Hill of Needles). 


SAMGHATA — Crowded Hell; for sexual deviants. 
RAurAvA — Screaming Hell; for drunkards. 
Mana-RAvurRAvA — Great Screaming Hell; for liars. 


TAPANA — Burning Hell; for those who hold wrong 
opinions (possibly the Hell of Boiling Blood). 


Pra-TAPANA — Great Burning Heat Hell; for those who 
sexually abuse monks or nuns. 


Avici — The Hell of No End; for murders (possibly the third, 
unnamed hell). 
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WASHU’S DIMENSIONAL 
CAUSE AND EFFECT 
CONTROLLER 


Washu claims this is the best invention that she has created 
for the past 700 years. It has the ability to determine variable 
factors in time and space based on certain criteria and it will create 
anexus from these vast factors. Simply put, this device can change 
the world into whatever the user wants it to be! 


This machine is equipped with a central control panel 
complete with display screen and keyboard for the input of data. 
The focal, and possibly most important, part of this machine is the 
dimension tuner — a large sphere, which closely resembles a 
human eyeball. It operates in a similar fashion to the human eye 
but instead of reading and interpreting waves of light, the 
dimensional tuner “sees” the aura, brainwaves and desires of the 
user while he or she is creating an ideal world. 


Akin to the human eye, however, the dimensional tuner 
cannot function efficiently in the dark and thus, a light is activated 
whenever the Controller is switched on. The amount of light and 
information perceived by the dimension tuner is regulated by the 
orange bands of contractile matter (or the iris) that surround the 
central opening in the eye (or the pupil). Behind the pupil is a lens, 
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which focuses the incoming data (aura, brainwaves and desires) 
and the computer interprets the information to create the user’s 
perfect world. The entire eye can rotate in any direction using the 
seven cables to which it is attached that can be likened to a 
human’s eye muscles (interestingly, human eyes have only six eye 
muscles, whereas Washu’s machine is not consistent — sometimes 
it has seven, sometimes six). 


This description of this machine would not be complete 
without a discussion concerning why Washu did not complete her 
machine with two eyes instead of one. The movements of human 
eyes are co-ordinated so that each point in the visual world is 
projected to corresponding points on the retinas. The positions of 
the retinal images on two eyes can never correspond exactly 
because they do not view the world from exactly the same position. 
Thus, binocular disparity (i.e., the difference in the position of 
images on the two retinas) in Washu’s machine would have 
resulted in problems for interpretation of the user’s perfect world. 
A single eye ensures only one interpretation of the user’s desires 
and a more accurate world can be created. 


The keyboard and the keys are for clarity and control and 
only Washu knows how to use them. Ayeka, Ryoko, Sasami, 
Mihoshi, and Kiyone were randomly punching keys and the eye 
became overloaded by too many requests and the incorrect 
sequence of keystrokes. The iris tried to regulate the amount of 
information being sent through the pupil but there was far too 
much to manage. As the system overloaded and tried to create 
ideal worlds for all women, Washu grabbed the dimensional tuner 
and was prevented from travelling through time and space. She 
was able to stay at the centre of all worlds (with the machine) while 
the events in the alternate worlds occurred at the same time. 


One by one, Washu deleted each realm until she was finally 
left with only Ryoko’s. In order for the group to return to their 
original world in present-day Japan, Ryoko had to willingly 
renounce her domain while in the presence of the dimension tuner 
so Washu could permanently delete it. At first Ryoko refused, 
wishing to remain in her perfectly constructed environment. She 
soon realized, however, that while she could probably impose her 
will to create a setting in which Tenchi would love her, Ryoko 
would always know that the love was false and Tenchi would 
merely be a puppet of her desires. With one final look at her 
world, Ryoko bid it farewell and willingly gave up her paradise to 
live in the unpredictable reality of the original world. At least any 
affection shown by Tenchi would be genuine and heart-felt. 
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AYEKA’S IDEAL WorLD 


This period occurred in Japanese history from 794-1185 A.D. 
The Emperor Kammu signalled the start of this era when he 
established the capital called Heian-kyo, or The Capital of Peace, in 
present-day Kyoto. The city’s layout copied China’s capital, Chang- 
an (present day Xi’an). 


The Heian period saw the rise of Japan’s aristocratic culture. 
Under the reign of the emperor, nobility lived a life of leisure in 
which they indulged in poetry, music and other culturally 
appropriate pastimes. Art and architecture expanded and 
Japanese artistry found its own expression and parted from 
Chinese aesthetics. Along with a rise in the arts were significant 
developments in religious thinking, as notions and establishments 
from China were shaped to suit the needs of the Japanese. 


In the beginning, the emperors ruled the government and the 
land but as time passed, their functions focussed on ritual, culture 
and scholarly pursuit. An opportunity was thus presented for the 
noble family, the Fujiwara, to run the state. They captured 
important court posts and became the reigning power brokers, a 
role the family maintained for many centuries. The Fujiwara kept 
this control by marrying their daughters to emperors so their 
grandsons would assume the throne. The emperors often retired 
early, sometimes after ruling for just a few years. 
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Upper class Japanese women rose in influence during the 
Heian period. Although they were excluded from public affairs, 
they held dominant roles at court, state marriages, and 
promotions. Women could own property, receive education, and 
were allowed (provided it was kept discrete) to take lovers outside 
of their marriage. They were expected to become masters in music 
and writing and most of the accounts of everyday upper class life 
are provided from nikki, or literary diaries, which were 
predominantly written by women. The nikki are not diaries that 
focus on daily accounts of one’s thoughts and life. Rather, they are 
literary in nature and intended for distribution; in fact, they more 
closely resemble the notion of autobiographies. 


Players in Ayeka’s world have a myriad of concepts upon 
which they can build their personae. A character can be a member 
of the noble and influential Fujiwara family, from the line of the 
emperor, or as common folk. Similar to Kiyone and Mihoshi, 
characters can be part of the militia and hold the title of samurai 
or perhaps be charged by the emperor with special quests. Further 
reading on this era is recommended in order for the GM and 
players to provide an atmosphere that accurately depicts life 
during this time. 


Why THis Wor.b? 


The Heian era places Ayeka in an environment to which she is 
most accustomed. It is likely that she would be a descendant of the 
Fujiwara family and thus, she would live out a similar role to the 
one she had on Jurai — a powerful aristocrat who ruled the land in 
splendour. One can assume that Grandpa is the Emperor, thus 
placing Tenchi in line for the throne. By marrying Tenchi, Ayeka 
secures future power for any sons she might bear with Tenchi. 


Ayeka probably chose to be betrothed to Tenchi (instead of 
happily married) because she would enjoy the courtship that 
proceeds marriage. Tenchi would have an opportunity to 
demonstrate his love and affection for Ayeka with little gifts, secret 
rendezvous and words of love whispered only for her. 
Additionally, historical accounts for this period show that married 
life for upper class women was often lonely due in part to married 
couples living separately with the husband visiting his wife. Ayeka 
is likely to see more of Tenchi during their engagement than 
during their actual marriage. 
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Also, the ultimate proof of Tenchi’s love for Ayeka would be 
in defeating Ryoko — a demonstration of complete rejection of the 
space pirate. Of course Ayeka would not have Tenchi kill Ryoko 
outright — how could she revel in the sight of extreme jealousy on 
Ryoko’s face when the captive demon was forced to watch the 
wedding ceremony? 


Finally, a Fujiwara daughter commanded great attention and 
respect and was much more useful than a Fujiwara son. Marriage 
was never forced upon an emperor and thus, a Fujiwara daughter 
had to be clever and charming to be able win the affection of the 
boy emperor out of a variety of prospective consorts. Ayeka would 
have the opportunity to prove once and for all how she clever and 
charming she truly is by winning Tenchi’s affections from the 
milieu of other eligible women, including Ryoko. 


KIyYone’s IDEAL WoRLD 


The events occur in a sleepy, harbour town in Northern Japan 
during modern times. Internal combustion engines are present, 
and although only four modes of transportation are shown (boat, 
train, motorbike and bicycle), one can assume cars and airplanes 
would also be available. Present-day amenities, such as electric 
power and indoor plumbing, play a role in this world but it is up 
to the GM to decide how technologically advanced this era is. For 
example, are the characters placed in the time of the 1970s when 
man had only recently set foot on the moon or in the 1990s when 
the internet and email provided opportunities and ease of 
information that were simply unheard of before this time? 


Kiyone is portrayed as the tragic heroine who has voluntarily 
abandoned her prestigious career as a police detective and is 
moving from place to place to escape from her “nightmare named 
Mihoshi.” The details of her previous relationship with Mihoshi 
are not outlined, which makes for vast opportunities of creativity 
on the part of the GM and the players. Were Mihoshi and Kiyone 
in a close relationship in which Mihoshi mentally and physically 
abused Kiyone? Is Mihoshi a member of a crime lord’s family sent 
to collect for a previous debt? Or perhaps Kiyone somehow saved 
Mihoshi’s life and she feels indebted to Kiyone. Of course, the GM 
and players can simply assume the original story line in which 
Mihoshi is Kiyone’s bumbling, bubble-headed partner who 
completely destroys any and all opportunities for career 
advancement through her naivete and clumsiness. 
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Tenchi owns and runs a small noodle shop, Lamun (Ramen), 
and the careers of his father and grandfather are not specified. 
Ayeka and Sasami are the entrepreneurs of a tavern that caters to 
the local fishermen. During the day, Sasami attends school and at 
night she helps Ayeka in the tavern by cooking and serving. 
Ryoko’s career (if any) is not specified, but she is clearly just as 
smitten with Tenchi as she is in the “normal” world. Kiyone is 
offered a job as waitress in the tavern and she settles in the town 
until the night that Mihoshi finds her and vows to never leave her. 


Why Tuis Worip? 


Kiyone chose a much simpler life than one with the trials and 
tribulations of a police detective. She claims that she has some 
regrets about giving up her career in the police force but perhaps 
Kiyone does not truly enjoy the harrowing life of a policewoman. 
It is clear that she prefers a world without Mihoshi but why did she 
not place herself at the top of the crime-fighting ladder as Marshal 
of the Galaxy Police? It also seems that Kiyone wants others to 
recognize that she is a tragic victim of Mihoshi’s blunderings, 
forever doomed to be partnered to the young woman. 


Out of all the worlds in the universe, Kiyone chose her ideal 
world to be on Earth. Although life is more expensive, Kiyone 
seems to enjoy and treasure the simple life she has come to know 
while she has been stationed on Earth. It is also clear that she 
values the friendships she has found with Ryoko, Ayeka, Sasami, 
Tenchi, and his family. It is interesting to note that Ryo-Ohki was 
not present in this world. Perhaps she is of least importance to 
Kiyone or the technology that she represents (a spaceship) 
reminds her too much of her life as a space-travelling, crime- 
fighting police detective. 


SaAsAmi’s IDEAL WorRLD 


Sasami has envisioned a world in which Ryoko, Tenchi, and 
Ayeka attend a high school where Kiyone and Mihoshi are two of 
their teachers. This is a modern city in Japan and players can 
assume the time frame of this world is in the 1990s. One way or 
another, life is centred and dependent on high school. 


Characters in Sasami’s world will either attend the school as 
students, be employed as teachers or other faculty members 
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(electrician, secretary, etc.) or have careers connected to the school 
but do not actually work within its walls (such as a catering 
service). Characters also have the choice to be from the “Magical 
World” but must be an animal that is fully self-aware and can 
speak or a young girl who can transform into a short-skirted 
heroine who ironically fights for peace, love, and harmony among 
others. A description of the “Magical World” was not provided 
and thus, its construction is in the hands of the GM. It could be a 
storybook world where houses are made of candy and rivers flow 
with pink lemonade. Perhaps the “Magical World” is Jurai itself 
with technology that exceeds Earth’s. 


Why THis Wor.b? 


Sasami’s worldview is limited to a school days atmosphere in 
the 1990s because it is all she knows and has experienced in life on 
Earth. While on Jurai, Sasami was probably very lonely but on 
Earth, she has likely made many friends and enjoyed several 
positive experiences while attending school (though it is unknown 
if she formally attended school much at all). Like most children, 
she is still egocentric enough to create a world in which she is the 
most powerful, despite her age. Sasami is old enough to be aware 
of her own emerging sexuality but may be torn about her own 
orientation. She is quite smitten with Tenchi but perhaps curious 
about homosexuality and finds an outlet to explore this through 
Ayeka and Ryoko. Sasami is a very kind and loving character and 
it likely hurts her deeply to see her sister and Ryoko constantly 


squabbling. Her greatest wish is probably for the two of them to 
love each other and get along. Sasami, however, takes this one step 
further so she can have Tenchi to herself and perhaps to explore 
homosexuality safely from a distance. Due to her status as a 
fighter for love, her next call to action may have involved stopping 
any hatred and prejudice directed at Ryoko and Ayeka during their 
lesbian relationship. 


Minosui’s IDEAL WorRLD 


Mihoshi has also constructed a world in modern Japan in the 
1990s but in contrast to Sasami’s high school world, Mihoshi’s 
world focuses on the domestic way of life in which she and Tenchi 
are married. Stereotypical gender roles abound in this world: 
Mihoshi is the kind and gentle mother and housewife, Sasami is 
the ideal daughter who attends school, and Tenchi is father, 
husband and breadwinner for the family. Other roles also include 
Kiyone as the career-driven and therefore single, independent 
woman, Ayeka is the nagging sister-in-law who gripes about a lot 
of things because she feels responsible for keeping the household 
in order, while Ryoko is the lascivious, widowed neighbour who 
often tries to seduce Tenchi. 
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Characters in this world will hold stereotypical gender roles 
such as the ones listed above. Other roles can also include the 
responsible, protective, eldest sibling (likely a male), the 
overlooked and unappreciated middle sibling and the carefree, 
irresponsible, “baby” of the house, the youngest sibling. For the 
most part, the GM and characters can expect this world to have all 
the technology and luxuries that the 1990s have to offer but GMs 
should be creative with this world where aspects of it were not 
explicitly defined or portrayed. For example, although Mihoshi 
reminds Sasami to be aware of traffic, automobiles are not shown. 
Perhaps everyone “drives” a space ship or some other form of 
transportation that is not depicted in this world. 


Why THis WoriLb? 


Interestingly, Mihoshi’s world has similar themes to Kiyone’s 
world: she wants others (especially Kiyone) to see her as a victim 
as well as feel sympathy for her. Mihoshi has also chosen her ideal 
world to not include her career as a police officer of any kind. This 
seems to imply that Mihoshi may not enjoy her career as a Galaxy 
Police Officer either and would prefer a simpler way of life in which 
she is a humble wife and mother. Mihoshi chose a world in which 
she is alone all day with Ayeka who is condescending, nagging, and 
critical of everything Mihoshi does. This would seem 
counterintuitive except Mihoshi has cast Kiyone as her confidant, 
saviour, and respite from the harsh demands of her world. Kiyone 
is Mihoshi’s idol and she can never do wrong in her eyes. 


Another point of interest is the manner in which Mihoshi 
cast herself in this world. Mihoshi had the opportunity to be 
anyone, anywhere in time but she chose to be a simple housewife 
married to Tenchi. It is likely that Mihoshi’s world view is very 
limited and it is difficult for her to think outside the constraints of 
her vision. Tenchi is probably the only male with whom she has 
shared a great deal of interaction and thus, it is only natural that 
he would assume the role of the ideal husband. She could have 
easily made herself into an elegant, intelligent woman, however 
she still envisioned herself as clumsy and bubble-brained. Either 
Mihoshi cannot extrapolate such things or she is completely 
comfortable with her clumsiness and lack of intelligence. It also 
seems that Mihoshi cannot envision Ryoko as anything but herself 
— the tease, antagonist, and hopeless flirt. 
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Ryoxko’s IDEAL WorRLD 


This world combines the fashion and technological 
advancements of the late 1930s in the United States with the air of 
energy, enthusiasm and “roar” of the 1920s. Ryoko abducted 
Tenchi from his Grandfather’s church, St. Masaki, in order for him 
to become Ryoko’s partner and confederate in crime. The pair has 
travelled all over America robbing banks and stealing all of the 
funds inside. Mihoshi and Kiyone are FBI officers assigned to the 
case to capture and arrest Tenchi and Ryoko. Ayeka is a 
“millionairess” as well as Tenchi’s fiancée who has offered a reward 
of one million dollars to anyone with information that will lead to 
the arrest of the suspects. In reality, Ayeka just wants to break 
Ryoko away from Tenchi so she can no longer flirt with him and 
possibly win his affections. 


Ryoko’s world is set at the time of at least 1937 because that 
was the year construction was completed on the Golden Gate 
Bridge in San Francisco. Ayeka’s wardrobe reflects the fashion 
worn by the upper class and those who are dedicated followers of 
fashion for the 1930s. In contrast, Ryoko's plain, masculine style 
of dress reflects the “girls-in-men’s-clothes” androgynous look that 
was inspired by famous women such as Amelia Earhart. 


Characters in this world can enjoy the technological 
advancements of the 1930s but not be restricted by the lack of 
money that characterized this era. Cars have replaced the horse 
and cart and are readily available. Characters can either share the 
gang mentally that Ryoko possesses in this world or they can be on 
the side of law and order like Mihoshi and Kiyone. The atmosphere 
of this world should be light, carefree, and fun loving unless 
characters are on the side of Prohibition and Law and Order. 


Whuy THis Wor.Lb? 


It is unlikely that Ryoko would follow in the footsteps of famous 
crime bosses such as Al Capone and Bonnie and Clyde during the 
Depression of the 1930s. Money was so scarce that over one 
thousand banks failed and closed in 1930 alone and these closings 
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panicked depositors. Rumours of impending closures frequently 
brought out mobs of people who came to their financial institutions 
to withdraw their money before the doors closed and left them 
penniless. Thus, there would have been very little money for Ryoko 
to actually take from the banks during that time. The hard times, 
lack of food, and abundance of suffering that prevailed in this era 
makes it unlikely that Ryoko would have chosen this atmosphere for 
her perfect world as it contrasts with her carefree, fun-loving side. 


The roaring 20s in America is a more accurate era in which 
Ryoko would set her world. Tenchi and Ryoko likely replaced 
Bonnie and Clyde and Al Capone could be Ryoko's hero. At the 
end of World War I, the feelings of sorrow and hopelessness gave 
way and leisure was on the agenda as never before. Women were 
liberated socially, politically, and economically and the jazz age 
saw the woman come into her own once and for all. At the height 
of this enthusiasm for female rights would be Ryoko, wielding a 
gun, robbing banks, and driving all over the U.S. with her beloved 
Tenchi at her side. 


In addition to the thrill of women’s emancipation, Ryoko 
would be lured by the instatement of Prohibition. Ryoko may have 
been one of the thousands who discovered the loophole that saw 
that the buying and consuming of alcohol remained legal. Aside 
from her bank robbing sprees, Ryoko may have had a hand in 
bootlegging which would add to her crimes. After all, what does 
Ryoko like best than to break the rules? 


It is interesting that Ryoko would choose a world in which 
Tenchi is engaged to Ayeka but this is not as far a stretch to the 
imagination as one might think. What else could thrill Ryoko 
more than to watch Ayeka fret and fume as Tenchi chose to live a 
life of whooping it up while running around the countryside with 
her over the dull, constrained life that the Princess of Jurai has to 
offer? Of course Ryoko would allow Ayeka to remain engaged to 
Tenchi so that the Princess's antagonistic feelings would continue 
to be displayed and thrill Ryoko. 


GALAXY POLICE 


The role and composition of the Galaxy Police in Tenchi 
Universe is nearly identical to that presented in the Tenchi Muyo! 
OAV (Tenchi Muyo! RPG, page 163). Since little of the 
infrastructure of the Galaxy Police is revealed over the 26 episodes, 
the Game Master will be responsible for its design should he or she 
require more information. 


RANKS 


The top GP official is not named in Tenchi Universe; Grand 
Marshal would be appropriate, however, keeping in line with 
ranking conventions. Since Mihoshi and Kiyone are fugitives from 
the law throughout 10 episodes, it is unlikely that Mihoshi’s 
grandfather holds the Grand Marshal position. If he did, the 
relationship would have been mentioned. 


Under the Grand Marshal are the Marshals of the different 
Galaxy Police branches. The Marshal of the Sirius Branch, for 
example, is Kiyone’s former classmate, Achi. Considering the size 
of the Milky Way galaxy, the GP may have hundreds or thousands 
of branches. Each branch is divided into a small number (from less 
than 10 to several dozen) of divisions, which are led by Chiefs. 
Another of Kiyone’s former classmates, Chief Niwase, runs the 
Public Safety Division of the Headquarters Branch. Finally, each 
branch is further sectioned into units, commanded by a Detective 
Sergeant. In Episode #15, Kiyone is transferred to Criminal 
Investigation Unit 9, which oversees minor incidental jobs. 
Kiyone’s professional rival, Mitsuki, is in the high-profile Special 
Investigations Unit. 


CRIMINAL RIGHTS 


The Galaxy Police have a set of criminal rights that must be 
read to suspects during an arrest. They are similar to America’s 
Miranda Rights, but they are much shorter and not as 
comprehensive. 


Two version of the criminal rights are seen in Tenchi 
Universe: Mihoshi’s version (probably wrong) and Kiyone’s 
version (probably correct): 
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MirHOoSHI’S VERSION 


“Galaxy Federal Police Law, Article 2546, page 937 of the 
revised divisions: A suspect is entitled to keep silent about any 
facts which may have inadvertent impacts on him/her and to 
demand a lawyer.” 


KIvYONE’S VERSION 


“You are charged under Galaxy Police Law, Item 2546, 
Amendment 973: The suspect has the right to remain silent 
regarding issues to your disadvantage. You also have a right to an 
attorney.” 


House oF JURAI 


In Tenchi Universe, the House of Jurai wields the ultimate 
power. The Galactic Union, as presented in the Tenchi Muyo! 
OAV, does not exist, which heightens the importance of Jurain 
influence. Other than the Galaxy Police, no other galaxy-wide 
organization is covered in any depth. 


RoyA. BLoop 


Members of Jurai’s royal bloodline are encouraged to wed 
other nobles, but it is unclear if the nobles must be Jurain as well. 
When Ayeka is first introduced, she complains about all the 
travelling she has done to attend marriage meetings. She may be 
visiting other planets where Jurain nobles are living, or perhaps 
meeting royalty from planets not directly related to Jurai. 


JURAI TERRITORIES 


The Jurai holdings consist of the homeworld, Jurai, and an 
unspecified number of planets within Jurai space territory. The 
vast influence of Jurai throughout the galaxy is never defined 
clearly, but perhaps might resemble the British Commonwealth on 
Earth. The Commonwealth developed from the old British Empire, 
as former colonies achieved independence. The new countries, 
including Canada, Australia, and New Zealand, formed an 
association for consultation and co-operation. While these 
countries are not under the direct control of the British royal house, 
close ties are maintained. In Canada, for example, the likeness of 
Britain’s Queen Elizabeth II is featured on all coins, and a Governor 
General acts as the Queen’s representatives in the country. 
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THE PLANETARY 
COUNCIL 


The highest political organization on Jurai is the Planetary 
Council, overseen by the King and Queen (these two positions are 
currently vacant). In turn, the King and Queen serve the Emperor 
when one is in power; until Kagato made his appearance, the 
Emperor seat remained empty for centuries. The Planetary 
Council is not developed as much as the Supreme Council is in the 
Tenchi Muyo! OAV, but holds just as much, if not more, power 
over Jurai Policy. 


Membership on the Council is not tied directly to royal status. 
For example, neither Princess Ayeka nor Sasami are on the Council. 
Age may play a significant factor for Sasami, but Ayeka is surely old 
enough to take part in important decision-making processes. 


When Kagato returns to Jurai, masquerading as Yosho, the 
Planetary Council is responsible for testing his worthiness and 
approving his appointment to the Emperor's seat. Without 
displaying tremendous control over the Jurai Power, Kagato's 
claim to the throne would not have been approved by the Council. 


JURA! EMBASSY AND 
INTELLIGENCE BUREAU 


Other than the Planetary Council and military, only two 
other Jurain organizations are mentioned: the Jurai Embassy and 
Jurai Intelligence Bureau. Jurai Embassies, like those on Earth, are 
probably quite common throughout the galaxy; they help facilitate 
close ties between Jurai and other planets or associations. The 
Jurai Intelligence Bureau can be likened to America’s Central 
Intelligence Agency (CIA), which is the co-ordinating agency for 
intelligence and espionage activities of the US government. Since 
Jurai Intelligence agency could be absent from their headquarters 
for extended periods of time, they make ideal characters to play in 
Jurai-centric campaigns. 
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JuURAI MILITARY 


The Jurai military appears to consist of two divisions: the 
space fleet division and ground troop division. 


SPACE FLEET 


As demonstrated throughout much of Tenchi Universe, the 
Jurai space fleet is quite inept at space combat. With such poor 
marksmanship, one must wonder how Jurai became such a 
powerful galactic force! The average gunman in the Jurai military 
should have an Attack Combat Value of 4 or less, with a maximum 
of one Level of the Heavy Weapons (Gunnery) Skill. 


GROUND TROOPS 


With high-tech weaponry available, why do the members of 
the Jurai military only carry bo staves into combat? The answer is 
not clear, but probably lies in ancient tradition, since ceremony 
and history play an important role in Jurai society. The average 
soldier should have an Attack Combat Value of 4 or less, with a 
maximum of one Level of the Melee Attack (Bo) Skill. 


JURAI-GALAXY POLICE 
RELATIONSHIP 


The Galaxy Police are presented as a fair, unbiased, arbiter of 
justice in the galaxy. This position is compromised, however, by 
the desire by some top officials to execute the wishes of Jurai’s 
Planetary Council. For example, when the false Emperor wants to 
capture and imprison Ayeka, Jurai convinces Kiyone’s Detective 
Sergeant (and probably higher officials as well) to abuse his 
position of trust. The Sergeant even tries to arrest Kiyone and 
Mihoshi to keep them quiet when Mihoshi over hears plans for 
capturing Ayeka. Money and power has bought Jurai much 
influence in the Galaxy Police. 


Although the two organizations frequently co-operate, their 
relationship is occasionally strained. When the Jurai fleet detains 
Ayeka and Ryoko, Kiyone claims that the Galaxy Police has 
jurisdiction over space pirates, not Jurai. Since Ryoko is currently 
aboard a Jurai ship, however, the fleet commander maintains that 
she is in their jurisdiction. The fleet is even prepared to fire on 


Kiyone's ship to defend their right to detain Ryoko. Their defiance 
undoubtedly stems from strict orders from their Emperor. 
Considering Jurai’s influence within the Galaxy Police, it is unlikely 
the GP would make an issue over Kiyone’s death had the fleet 
destroyed the Yagami. 


JURAI SPACE 


At the outside edge of the vast expanse of Jurai space is the 
Outer Defence Line — giant log monoliths, similar to Ayeka’s 
guardians, but much larger. Any vehicle or object that enters 
Jurai space is zapped by powerful lasers and destroyed. The 
monoliths are only shown in the formation of a single-layered 
ring, but other similar defensive rings exist that enclose Jurai 
space in three dimensions. 


In game terms, shields do not exist that can provide adequate 
protection against the Outer Defense Line; the line is impregnable 
to unauthorized crafts. The only way into or out of Jurai space 
involves clearing through one of the many customs checkpoints. 


CHECKPOINT: STARPORT 


Starport is the large customs checkpoint station through 
which Tenchi and the gang attempt to pass. One of Sasami’s 
uncles commands Starport, and with his assistance the Yagami 
enters Jurai space. 


Starport uses an array of security procedures to ensure that 
only a few chosen “friends of Jurai” enter Jurai territory. All 
passengers and ship crew must present the proper documents to 
Starport officials, including travel visas and personal 
identification. A pair of officers, presumably using tracking 
devices, also searches each ship. Finally, the passengers are subject 
to three separate scans: retinal, skeletal, and DNA. Should an 
individual’s scan provide suspicious or incriminating results, he or 
she will be detained and questioned. 


Situated every 10 metres along the corridors within Starport 
are electrified Jurain tree gates that can close to trap intruders. 
The trees can also spray sleeping gas to render victims 
unconscious. The gates are similar to the prison walls aboard 
Ayeka’s Ryo-Oh, as seen in Episode #2 of Tenchi Muyo! OAV, but 
the branches are woven more tightly. 
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STARPORT TREE GATES: 


Force Field Level 4 (Offensive) — Delivers 40 damage to 
anyone trying to sneak through the branches. Touching or pulling 
the gate will not trigger the electric shock. 


Life Support Level 2 (Protects against the vacuum of space) 


Special Attack Level 4: Sleeping Gas (0 Damage, Area Effect, 
Incapacitating) 


To prevent an intruder from escaping, Starport can change 
its configuration to move the ship docking bays away from the 
central customs hub. This transformation resembles a giant metal 
flower unfurling its eight petals. 


THE FORBIDDEN SACRED PLACE 


In the centre of a cluster of stars not too far from the planet 
Jurai lies the Secret Place — the forbidden space in Jurai territory 
where no one is allowed to enter. A small planet is host to a 
multitude of giant, lifeless trees with long, gnarled roots and bare 
branches. A luminescent wooden stairway spirals deep within the 
planet, interspersed with sturdy suspension bridges, to a vast plain. 


Once, a long time ago, there were two Knights who fought to 
protect the King of Jurai. The two Knights had great strength 
hidden within them ... such great strength it is said they could 
shatter stars. And when the battle was over, they put themselves 
into a sleep. The legend has it, when Jurai’s royal family is in 
danger, they will rise from their sleep to fight along side the 
current Jurai King. 


At the end of a path that cuts through a valley plain of tree 
stumps are two trees that tower over all others. Between those two 
trees is a single small tree, lush with emerald-green leaves. Itis this 
beautiful tree that holds the life energies of the two legendary 
warriors, Azaka and Kamidake. As the rightful heir to the Jurai 
throne, grandpa — that is, Yosho — awakens them from Ayeka’s 
guardian logs. 


CHAPTER 3: 


JURAI IMPERIAL VILLA 


Drifting at the edge of an asteroid field is a terra-formed 
section of land that looks like it was ripped from the surface of a 
planet. An artificially maintained dome of atmosphere protects 
the extensive vegetation on the surface from the cold temperatures 
of space. 


The remains of the Imperial Villa are crumbling and 
overgrown with moss. The statues of Yosho and the headless 
Kagato, however, are well preserved. After Yosho defeated Kagato 
and left Jurai, the Imperial Villa was abandoned and set adrift in 
space. The memory of what had transpired between the two 
nobles was simply too much for Jurai to bear. 


JURA! SPACE COMMAND CENTRE 


Jurai’s Space Command Centre is located in the upper orbit of 
planet Jurai. The central computer for Jurai’s military fleet is 
located on this station, well protected from attacks from invading 
spaceships. Unfortunately for the Jurai fleet, the station lacks 
adequate security with in the central bridge to stop Washu from 
opening her “door that works like a portal” inside. 


The heroines quickly subdue the half-dozen crew members 
before contacting the Admiral of the Jurai fleet and ordering his 
surrender. When the Admiral refuses and triggers the Command 
Centre's self-destruct sequence, Washu injects a powerful virus 
into the computer core, which neutralizes the battle tactics system 
of most of Jurai’s military fleet. 


EXTRA-PLANETARY DEFENSES 


The final Extra-Planetary Defenses are two perpendicular 
rings of laser guns units that orbit planet Jurai (see page 68). These 
large spheres have four cannons on their exterior that fire in 
sequence as they rotate. They can automatically track and target 
any hostile vessel within a short radius around the planet. 


The spheres have internal defences as well. When Ryoko 
teleports inside one to destroy its weapon core, five tendrils lash 
out from the walls to ensnare and electrify her. When Ryoko 
launches a blast at the weapon core, the explosion sets off a chain 
reaction that destroys several of the adjacent spheres as well. 


PLANETARY DEFENSES 


The last barrier that stands between an invader and the Jurai 
Palace is a barrage of Crystal Urchin Robots (see page 68). The 
larger urchins fire their crystals at an enemy ship as it approaches; 
the crystals expand into mini urchins that explode when they are 
within damage range of the invader. 
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TRAVELLING IN SPACE 


The Milky Way galaxy is an enormous cluster of 100 billion 
stars, 100,000 light years in diameter (one light year is equivalent 
to 9,460,528,405,000 km). The closest star system to the Earth’s 
solar system is the very faint Proxima Centauri, 4.225 light years 
away. By contrast, the planet Jupiter is, at its closest, 571 million 
km from Earth, or “only” 32 light minutes. 


What does this mean for a Tenchi RPG campaign? 
OBSERVATION 1: Many places are very far from Earth. 
OBSERVATION @: Ships can travel very quickly. 


Exact time details are not provided, but Tenchi Universe 
suggests that the journey from Earth to Jurai aboard Ryo-Ohki and 
Yagami spans several weeks to a month or two. During this time, 
several stops were required as well. A 30-day direct flight from 
Earth to Jurai, ifJurai was in the Proxima Centauri system, requires 
that the ship travel at 50 times the speed of light. Jurai is almost 
certainly in a star system even farther from the Earth. Taking 
everything into consideration, Yagami and Ryo-Ohki probably 
travel much faster than light. 


The Star Drive Attribute (TM! RPG, page 64) governs star 
drives that permit ships to travel at faster-than-light (FTL) speeds. 
Using parameters displayed in Tenchi Universe, the Attribute 
Levels can be described in greater detail as follows: 


LeveL —_ Slower than Average; the ship can travel at speeds up 
to 10 times the speed of light. 

LeveL @ Modest; the ship can travel at speeds up to 100 times 
the speed of light. 

LeveL 3 Fast; the ship can travel at speeds up to 1,000 times 
the speed of light. 

LeveL 4 Very fast; the ship can travel at speeds up to 10,000 
times the speed of light. 

LeveL Extremely fast; the ship can travel at speeds up to 
100,000 times the speed of light. 

LeEvELG Fastest; the ship can travel at speeds up to 1,000,000 


times the speed of light. 


With a Level 6 star drive, a ship can zip from one side of the 
Milky Way galaxy to the other in about a month. At this speed, 
travellers could reach the Proxima Centauri system from Earth in 
2 minutes. Now that’s fast! 


SPACE STATIONS 


To accommodate the many space travellers, the galaxy of 
Tenchi Universe supports countless “space truck stops” along 
chartered flight paths. These rest spots are akin to gas stations in 
space, where a traveller can fuel his or her ship and order a hot 
meal at the attached diner. They are most likely established within 
or on the outer edges of solar systems, which lets the pilot fuel up 
before that long stretch of deserted highway (i.e. the vast space 
between stars). 


The beef bowl joint in Episode #19 is located in the upper orbit 
of an orange-red tinged planet. The dull grey station is slightly 
larger than Yagami, with a cylindrical core and spherical rooms 
protruding from it. A docking clamp houses Yagami’s nose 
perfectly, indicating that it can expand or contract to accommodate 
a wide variety of ships. The diner within serves traditional Japanese 
foods (including tea, pickles, miso soup, and beef bowls) at a 
counter in front of the cooking area. Although the diner seems 
small at first glance, it is only an illusion; the diner is quite large and 
features several cooking areas. The eating counter can comfortably 
seat an extensive group of passengers and crew. Unfortunately, the 
diner was understaffed when Tenchi and the gang dropped by. 


SPACE TRAFFIC 


Space traffic is less congested than urban auto traffic on 
Earth, largely due to the great size of the galaxy. Although there 
are obviously no roads in space, the flow of traffic is regulated with 
flight channels, similar to marine and aerial routes on Earth. The 
Galaxy Police enforce traffic rules and regulations, but it is unlikely 
that they administer flight licenses and ship registrations as well. 
Both personal vessels (such as space yachts) and commercial 
vehicles (such as taxis and freight ships) must adhere to GP traffic 
regulations. Space traffic does travel through Earth’s solar system, 
but the established routes do not pass close to the Earth itself 
(ships pass near Jupiter and Saturn). 


Although traffic beacons and signals are rare, the Galaxy 
Police has established some physical safety features in dangerous 
areas. For example, the GP installed traffic lights near an asteroid 
belt that crosses a flight path to alert pilots to the danger of fast- 
moving rocks. 
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NEGOTIATING ASTEROID 
FIELDS 


Characters piloting space ships under normal conditions 
usually do not need to make Navigation or Piloting Skill checks 
(see TM/RPG, page 36). When the flight path becomes hazardous, 
however, the need for Skill checks increases. For example, a dense 
asteroid field may pose a significant threat to the characters’ ship; 
Skill checks will determine if a collision occurs. See the Dramatic 
Manoeuvres entry in the core book (TMIRPG, page 146) for 
additional suggestions. 


THE LEGENDARY 
SARGASSO 


In Tenchi Universe, the Legendary Sargasso is a small 
quadrant of space where ships become stranded or lost and never 
return. Similar to some of the stories about Earth’s Bermuda 
Triangle, the legend of the Sargasso claims that danger awaits any 
pilot foolish enough to enter the space ship graveyard. 


When Yagami drifts through an asteroid field and into the 
Sargasso in Episode #18, the engines lose all power, stranding the 
vessel with the other derelicts. Mirei’s ghost ship and her desire 
for companionship cause the poltergeist activities that 
subsequently manifest. After Sasami and Mirei finished playing, 
Sasami returns to Yagami and engine power is restored. 


The Sargasso is named after the Sargasso Sea, a large area of 
the North Atlantic Ocean between latitudes 20° and 35° N and 
longitudes 30° and 70° W. The ocean currents sweep clockwise 
around the area, leaving its centre relatively still. The calm waters 
allow a floating seaweed to grow in abundance, which can ensnare 
older or smaller ships that lack adequate power to press through it. 


SPAcE BATTLES 


In Tenchi Universe, Yagami and Ryo-Ohki are often faced 
with an impressive fleet of hundreds of Galaxy Police or Jurai 
ships, all trying to destroy them. At any one time, however, as few 
as one or as many as a dozen enemies are close enough to actually 
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pose a threat with their weapons. In these cases of one ship versus 
many, the single vessel — usually piloted by the player characters 
— may want to fight or defeat all enemy ships within range. Even 
if the characters’ ship is superior to their enemies, they are unlikely 
to prevail against such odds; eventually they will be defeated. It is 
far better to flee the scene than engage dozens of ships in battle. 


When a big battle has many NPC ships engaged on both sides 
(as well as the player characters’ ship), the GM is not compelled to 
resolve the actions of every single vessel involved. Instead, the GM 
may wish to have the course of the battle mirror the fortunes of the 
PCs. For example, if Ryo-Ohki and 420 Galaxy Police ships are 
attacking a fleet of 200 invaders from the Andromeda galaxy, the 
GP force outnumbers the aliens two to one. The GM could stage a 
scene where three ships from the enemy fleet attack Ryo-Ohki 
(with the player characters aboard) and five GP patrol vehicles. If 
the PCs win, their side is also victorious, with the same proportion 
of casualties. Conversely, if the PCs are wiped out or flee, their side 
also loses. 


The GM may also break a complex battle into multiple 
stages, with additional reinforcements arriving well into the 
combat, or sudden opportunities arising for heroic actions. 
During large engagements, the GM should strive to reduce his or 
her workload while affording opportunities for the player 
characters to shine! 


THE GALActTic NETWORK 


The GHK News in Tenchi Muyo! (see TM/RPG, page 165) has 
been replaced by the Galactic Network in Tenchi Universe. 
Although the GN does not have as much impact as the Galaxy Police 
or Jurai Planetary Council, the news announcements play an 
important dramatic role in the story. The GN newscasts give the 
characters a sense of their own importance within the story, and 
provide information about the events on Jurai that guides their 
actions. Tenchi and the gang only realize the enormity of their plight 
when GN — an independent source of news — puts it in context. 


THE UNIVERSAL 
SclENCE ACADEMY 


The Universal Science Academy is analogous to the Galaxy 
Academy in Tenchi Muyo!, but it takes more drastic actions 
against its own membership when someone strays from the 
Academy’s ideals. 700 years before the Tenchi Universe series, the 
Academy incarcerated Washu in an Alpha-L model restriction 
capsule for inventing three powerfully destructive weapons. 
Believing that Washu redeemed herself through her actions to 
expose the false Yosho, the Academy appointed her as honorary 
President. One month later, Washu was expelled from the 
Academy again for developing a weapon to destroy the universe. 


BANK OF JURAI 


To accommodate the needs of its many citizens living abroad, 
Jurai has opened branches of the Bank of Jurai on many planets. 
The bank also serves as the personal bank of the House of Jurai, 
and thus carries considerable assets in its main branches. 
Although the branches are well armed with advanced security 
systems and elite guards, Ryoko has little difficulty robbing one 
and escaping with a sack of money. 


MONEY 


The Bank of Jurai issues coin and paper currency 
throughout the Galaxy. Cash is used extensively in Tenchi 
Universe rather than credit cards or electronic bank debits, 
indicating that Jurai’s deep roots in history and tradition has 
influenced commerce in much of the galaxy. To prevent 
counterfeiting, however, Jurai currency likely employs 
technologically advanced security features. 
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THEMES 


The 26 episodes of Tenchi Universe explore several different 
themes, most of which are variations and expansions of those 
presented in Tenchi Muyo! It is vital for you to introduce one or 
two themes early in a campaign to frame the plot and action for 
your players. After you have firmly established the initial themes 
over several game sessions, you may introduce others that are 
fitting to the direction the campaign has taken. 


The following sections include outlines of the major themes in 
Tenchi Universe. Examine the construction of these concepts in the 
series when you are establishing the themes in your own campaign. 


THe NeEver-Enpbine CARNIVAL 


Once the story starts, there is no end. After the plot of Tenchi 
Universe is underway, fate and destiny conspire to bring the action 
and characters back into the life of Tenchi Masaki. It is irrelevant 
whether these meetings are a result of coincidence or character 
choice; in the end, everything returns to Tenchi. 


Consider how these events tie back to the story’s central 
protagonist: 


¢ Ryu-Oh and Ryo-Ohki collide in space, stranding Ayeka, 
Mihoshi, and Ryoko on Earth (Episode #2). 


¢ Sasami’s ship and Ryo-Ohki collide in space, stranding Ayeka, 
Sasami, Mihoshi, and Ryoko on Earth (Episode #3). 


¢ Kiyone and Mihoshi are reassigned to Earth as resident officers, 
keeping the two women close to Tenchi (Episode #5). 


e All the characters reunite in different ways during the Time and 
Space Adventures (Episodes #11, 12, and 13). 


e All the characters, except Mihoshi and Kiyone, are on the run 
from Jurai and the Galaxy Police, keeping them together as a 
family (Episode #14). 


¢ Mihoshi and Kiyone are fugitives from the Galaxy Police, which 
results in them reuniting with Tenchi and the gang once again 
(Episode #15). 


e Ryoko, Ayeka, Sasami, and presumably others return to Earth 
because they wish to be near Tenchi (Episode #26). 


In your campaign, you can create your own Carnival by 
weaving the story to pull the player characters together should 
they separate. Each character may have their individual story arcs 
and goals, but a common bond can link them. The players may 
even develop these ties on their own without your assistance. 


ROMANCE AND RIVALRY 


Tenchi Masaki possesses an unnatural charm that acts as a 
magnet for romance and affection. Nearly every woman on the 
show either wants to be near him or in bed with him, which 
consequently causes jealous rivalries. The most intense 
competition exists between Ryoko and Ayeka, although they both 
become quite envious of Sasami whenever the young and innocent 
princess spends quality moments with Tenchi. Ayeka and Ryoko 
are in constant competition over Tenchi, who is frequently (and 
literally) caught in the middle of their struggle. 


Establishing meaningful romances in a campaign is difficult 
enough without instigating rivalry as well. Unless your players are 
willing to take the bait, itis unlikely that you can force two or more 
characters into a relationship with another (PC or NPC), and then 
ignite a constant confrontation. Certainly this is easier if the 
players assume the roles of the characters in Tenchi Universe, and 
play them faithfully. 


You can construct romantic rivalry much more easily if an 
NPC is one of the competitors. With an NPC, you have more 
control over the intensity of the antagonism and can divide or 
unite the other characters over the issues as best fits the campaign. 
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BEAUTY OF THE WORLDS 


SAsami: “What are you looking at?” 
Tencui: “Huh? Just the scenery of Jurai. It’s so beautiful.” 


SASAMI: “Which place is more beautiful to you: the Earth or 
Jurai?” 


Tencui: “Both places are beautiful. This planet has some things 
the Earth doesn’t and the Earth has some things that 
Jurai doesn’t have. So lovely ... so wonderful.” 


Tenchi and the others frequently comment on the beauty of 
the natural landscape of Earth, Jurai, and the other planets. The 
rolling hills, lush forests, glistening rivers and lakes, and majestic 
mountains frame the events of much of the series. Even the 
environs of space have their own beauty, from the calm, vast 
emptiness between solar systems, to the delightful dance of 
asteroids gathered in a belts or fields. 


If you desire to incorporate stunning visual elements into 
your campaign, you must develop the scenery before each session 
begins. While it is unnecessary to write pages of descriptive text to 
read to the players, you should have a solid image of the look, 
smell, and sounds of key settings. The better your depictions of 
the characters’ surroundings, the more easily the players can “see” 
the beauty of the world. 


Consider Tenchi’s house: a three-story dwelling on the edge 
of a lake and forest, at the base of a hill. That description says little 
to convey the beautiful images of the anime to the players. 
Describe the colours of the Earth, the sound of the trees swaying in 
the wind, and the fragrances drifting off the lake. You can enhance 
your players’ role-playing experiences by making the beauty of the 
universe real. 


Naturally, not all settings are beautiful. You can describe 
scarred lands, horrific darkness, and any other setting with a 
similar passion for detail. Know how your campaign touches the 
characters’ senses before game play begins. 
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FLASHBACKS 


The creators of Tenchi Universe use flashbacks effectively 
throughout the entirety of the series: 


* to establish previous relationships (such as Ayeka and Ryoko’s 
childhood rivalries); 


e to provide context or insight for the current plot (such as Tenchi 
discovering his mother is dead); 


* to explore the story background and how it impacts future 
events (such as Yosho's interactions with Kagato); 


* to demonstrate parallel storytelling (such as young Sasami’s 
adventures in a forest). 


Your campaign can also benefit from the inclusion of 
flashback sequences, especially if they are tied to other thematic 
elements (romance and rivalry, never-ending carnival, etc.). If you 
segue from the current plot to the childhood of one or more 
characters, your players have the opportunity to explore their 
characters’ backgrounds within the game. Similarly, starting the 
characters at the end of a story arc and rewinding to the beginning 
(thus creating a non-linear interactive narrative) can be a 
thoroughly enjoyable role-playing experiment. 


During flashback sequences that only involve a portion of the 
player characters, you may wish to involve the rest of the players as 
well. For example, if the PCs Mihoshi and Kiyone flashback to their 
time as recruits in the Galaxy Police Academy, the other players 
could assume the roles of other recruits such as Mitsuki, Achi, and 
Niwase. These NPC-turned-PC roles can either be detailed and 
partially scripted in advance (each player needs to be briefed), or 
you can give the players full flexibility with their temporary roles. 
The advantage of the latter method is the element of surprise; since 
none of the players know what will happen, the unfolding of events 
holds mystery and suspense for all. 


ALTERNATE 
CAMPAIGN SETTINGS 


There are many story elements presented in Tenchi Universe 
that can serve as starting points when steering your campaign in 
original and unexplored directions. Two setting options are 
presented here. 


OTHER TIME AND SPACE JOURNEYS 


During the overload malfunction of Washu’s Dimensional 
Cause and Effect Controller (see page 73), ideal worlds were 
created for the five characters pressing its keyboard. What if 
worlds were also created for the other characters in the house: 
Tenchi, Grandpa, Nobuyuki, and even Ryo-Ohki? While these 


worlds were not shown in the Tenchi Universe series, they might 
have still existed. Perhaps Tenchi’s world has all the women as 
part of his extended family (sisters, aunts, nieces, etc.) which 
would halt the romantic chases and force Ayeka and Ryoko to be 
friends. Nobuyuki’s world would probably be a tropical paradise 
populated by many attractive women in skimpy clothing. 
Grandpa’s ideal setting could be a calm and serene natural retreat 
in a remote area of Jurai, with days filled with chores, sake, and 
beauty. Finally Ryo-Ohki’s world could simply be about Tenchi, 
Sasami, and carrots! 


ALTERNATE WORLDS 


Earth and Jurai are the two main planetary settings shown in 
the series, but many other locations are at least examined briefly. 
Your campaign could be set entirely on one of these other planets 
or spaceports; this options is particularly fitting for completely 
original characters. For example, the characters could all be 
soldiers of Jurai who live their lives aboard warships and navigate 
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the galaxy on secret missions. Alternatively, the characters may be 
a bounty hunting team that retrieves escaped criminals on one 
particular planet or in one star system. Perhaps the characters are 
undercover resident Galaxy Police officers stationed on Planet 
Concor (Episode #16) investigating a drug smuggling operation. 
For a very odd campaign, the characters might actually be the 
rightful Royal Family of Jurai in exile on a distant planet for evil 
deeds done in the past. The Family’s goal: destroy Jurai’s royal 
infrastructure and reign once again. 


MIATURITY LEVEL: 
UNIVERSE vs. Muyo! 


Tenchi Muyo! OAV series presents a less-frivolous, harder- 
hitting story than the lighter Tenchi Universe. Tenchi Muyo! 
contains elements of masochism and torture, and displays more 
abuse, violence, sexuality, and profanity than the first television 
season. Before you start your campaign, you should talk with your 
players to determine the maturity level with which they all feel 
comfortable. Incorporating themes of revenge and self- 
destruction would shock your players if they only wanted a light 
comedic romp around the galaxy. 


When discussing maturity with your players, you can make 
references to movie rating standards to help make a point. Tenchi 
Muyol, for example, might have a PG-13 (Parental Guidance for 
under 13) or AA (Adult Accompaniment for under 14) rating, 
while Tenchi Universe would certainly be rated PG. Alternatively, 
you could run a G-rated (General Audience) or R-rated (Restricted) 
campaign if you think that best suits your players’ desires. 


MIxine TV AnD GAV 
ELEMENTS 


The perfect setting and story you may want in a campaign is 
a blend of both OAV and TV series elements. These crossover 
campaigns encourage you to rewrite history, taking your favourite 
themes, characters, and story arcs and linking them together. For 
example, you may want Kiyone to be a major player in the OAV 
setting, but she was never presented as a real character. Similarly, 
you may want the King of Jurai and his wives, Misaki and Funaho, 
to be part of your Tenchi Universe campaign. You can 
alternatively establish an original setting that combines the 
Kagato and Tokimi plots of the OAVs with the false Yosho and 
Galaxy Police conspiracy plots of the TV series. Throw together 
new version of both OAV and TV characters and villains into the 
mix, and you might have the perfect campaign idea! 


For a truly bizarre campaign, you can develop a parallel or 
mirror dimension theme. One reality is the OAV, while the other 
reality is Tenchi Universe. The characters cross between the 
dimensions either on their own, or when the GM decides, playing 
the same characters in two separate Universes. The plot can be 
even more convoluted if the characters cannot determine when 
they are crossing over. 
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SETTING 


This adventure is set shortly after Nagi’s first appearance in 
Tenchi Universe, in an alternate world that is created by Washu’s 
Dimensional Cause and Effect Controller. The machine picked up 
on Grandpa’s thought patterns while he slept, dreaming of one of 
his favourite movies. The world created is a lonely, desert planet, 
far from civilization and the prying eyes of the Jurai empire. 
Consequently, the planet has become a haven for criminals seeking 
to avoid the notice of the authorities. 


SToRY BACKGROUND 


One day, a ship carrying the young Jurai princess, Sasami, 
was flying through space, en route to visit the princess's older 
sister who lived on a backwater planet. In the middle of the trip, a 
massive ship attacked the vessel. Out gunned, the smaller vessel 
attempted to flee but they stood no chance and were soon 
boarded. Robot soldiers stormed the ship with their leader close 
behind, a tall imposing man dressed in long, dark green robes. 
Sweeping through the ship, the invaders quickly found their target 
and took Sasami captive. Unknown to them, Sasami had managed 
to give her trusted friend, Ryo-Ohki, a message — a plea for help. 
As the soldiers took Sasami into custody, Ryo-Ohki made her 
escape, changing into a star ship and racing off towards the nearby 
desert planet. The attacking vessel prepared to fire on the fleeing 
ship but stopped when its scanners detected no life-signs on 
board. The robots assumed it was an escape vessel that had 
launched automatically because of the attack. 


With his target in hand, the villainous forces and their 
leader, Kagato, boarded their ship, the Soja. There, Kagato paid 
Nagi, the bounty hunter who had lead him to Sasami, finally 
making her capture possible. With her money in hand, Nagi 
boarded her starship, Ken-Ohki, and made her way to the small 
desert planet, intent on enjoying her hard-earned money. 
Meanwhile the Soja vanished in the opposite direction, heading 
back to Kagato’s base. With the princess in his clutches, he would 
finally be able to bring the Jurai royalty to their knees. Soon, he 
would control the entire universe. 
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CHARACTERS 


This adventure is designed for three players who will control 
Tenchi, Ayeka, and Ryoko. The adventure can also be run with up 
to six players by allowing players to control Mihoshi, Kiyone, and 
Ryo-Ohki as well. At the beginning of the adventure, Tenchi, 
Ayeka, and Ryoko will not have any of their powers — they are 
normal people. Mihoshi and Kiyone become involved in the 
adventure when their superiors order them to investigate the 
kidnapping of the young princess Sasami. GMs should attempt to 
introduce these characters to the game as soon as possible so that 
the players are not sitting idly while the other players enjoy the 
game. Ifa player is controlling Ryo-Ohki, inform that player of the 
story background so that he or she can relate the events that 
brought the cabbit to the planet in the search for help. 


IMPORTANT NPCs 


ALLIES 


The characters will have few friends upon which to call for aid 
in this adventure. Most of the people on the desert planet would 
gladly betray their own mother if they could make a buck out of 
the deal. There is one key ally, however, upon whom the 
characters will need to rely — Katsuhito. Tenchi’s grandfather is 
an experienced veteran who is wise to the ways of the universe. 
More importantly, he knows that the kids have incredible 
potential and is waiting for the right moment to train them to use 
their powers. Without his guidance, the characters stand little 
chance against Kagato and his robot troops. 


ENEMIES 


Everywhere the characters turn, they will see greedy eyes 
watching them, trying to figure out how a profit can be made at 
their expense. The two key rivals that the characters will have to 
overcome, however, are Nagi and Kagato. Nagi will be a rival due 
to her connection to Kagato and because she is involved only to 
make a profit. She will not help the characters unless there is 
something in it for her. Kagato, however, is a much more 
dangerous foe. His goal is universal conquest and he will not allow 
these meddlesome kids to get in his way. Additionally, while Nagi 
will not use lethal force against the characters unless her life is in 


Ls © 


danger, Kagato is not similarly restrained. He will gladly use all of 
his resources to stop the characters and remove them from the 
battle. For Kagato’s Stats, see page 60. 


KAGATO’S RoBoTs 
10 Mecha Points each 

Kagato had six of these robots defending Soja’s corridors. 
They are Soja’s Subordinate Mecha. 
Mecha Sub-Attributes 

Armour Level 1 (4 MP), A.I. Level 3 (6 MP), Life Support 
Level 1 (2 MP), Weapon Level 1: Energy Beams (15 damage, Auto- 
Fire, Short Range, 4 MP), 
Mecha Defects 

Other Mecha Defects: Less Armour (-5 armour, 2 MBP), Not 
So Tough (2 MBP), Reduced Capacity (2 MBP) 
Stats 

Body 7, Mind 3, Soul 0 


Derived Values 


Armour: 5, Attack Combat Value: 3, Defense Combat Value: 1, 
Health Points: 30 


KAGATO’S Rosot STARSHIPS 
65 Mecha Points 


Mecha Sub-Attributes 
Armour Level 2 (8 MP), Extra Capacity Level 2 (2 MP), Extra 
Endurance Level 5 (5 MP), Flight Level 4 (can hover, 16 MP), Life 
Support Level 2 (2 MP), Sensors Level 4 (scientific, 5 MP), Space 
Flight Level 2 (4 MP), Star Drive Level 4 (8 MP), Toughness Level 
2 (8 MP), Weapon Level 4: Beam Cannon Batteries (Damage 30, 
Long Range, Spreading, 16 MP) 
ig 
Awkward Size Level 5 (5 MBP), Other Mecha Defects: No 
Ground Movement (2 MBP), No Arms (2 MBP) 
Derived Values 
Armour: 20, Health Points: 80 


CHARACTER GOALS 


1— Find out where Sasami is being held. 


2 — Rescue Sasami. 


Pitot ELEMENTS 


1 — Ryo-Onki Comes to Town 


One hot and sunny day, which makes it like virtually every 
day on the desert planet, Tenchi, Ayeka, and Ryoko are working on 
their carrot farm. Well, Tenchi is working while Ryoko is lounging 
around eliciting complaints from Ayeka. It’s another typical day.... 


As the argument between the girls escalates, one of the 
characters notices what appears to be a shooting star streaking 
across the sky. The “star” takes a sudden, sharp turn and vanishes 
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into the carrot fields just over the sand dune, out of sight, without 
the sound of a crash. Obviously, it was not a meteorite. If the 
characters investigate, they will see nothing when they get to the 
top of the sand dune. The carrot fields will extend out in front of 
them, machinery, woven through the crop of hearty carrots, 
pumping water into the ground. A successful Mind Stat check, 
however, will reveal a small patch of the crop vanishing in the 
distance. Moving closer, the characters will see a small cat-like 
rabbit happily, and quickly, eating carrots. The sweet, little thing 
looks so cute and innocent as it mews happily while devouring the 
characters’ crop. 


When Ryo-Ohki notices the characters, it will quickly gobble 
down one final carrot and then launch into a rapid chorus of 
mews. Oddly, Ryoko will be able to understand the cabbit’s 
mewing. Ryo-Ohki will explain how she was on a ship that was 
attacked and how the evil villain, Kagato, took the princess of Jurai 
hostage. Ryo-Ohki needs the characters’ help in rescuing Sasami. 
As Sasami’s older sister, it is very likely that Ayeka will 
immediately insist that the characters help the little cabbit once 
she learns of the abduction. The big problem, however, will be 
finding out where Kagato took Sasami.... 


2 — TIME FoR SCHOOL 


The best place for the characters to try to learn the location of 
Kagato’s base is in the nearby town. A host of villainous and 
nefarious types frequent the bars there and one of them is likely to 
know where the characters can begin their search. 


If the characters tell Grandpa, who is back at the farm, what 
has happened and about their plans to go to the city, he will insist 
that he come along. He will explain that Tenchi and the others 
have a connection to a vast, natural power and it is now time for 
them to learn how to tap into its source. He will present Tenchi 
with the sword, Tenchi-ken, explaining that this will act as his 
focus for his learning. He will then join the characters on their trip 
to the city. 


If, however, the characters leave for the city without 
informing Grandpa of what has happened, he will sense that they 
have left and will follow them. He knows that it is time to train the 
kids, especially if they hope to defeat Kagato. Somehow, he seems 
to know what is going on and can sense the danger that the 
characters are in if they are not properly prepared. He will, 
therefore, quickly follow the characters and explain that he is 
joining them on their trip into the city. 
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Along the way, Grandpa will teach the characters some of 
their powers, helping them uncover their full abilities. You should 
use some of the hazards that the characters face on the trip as 
training sessions for Grandpa’s teachings. If the characters come 
across a boulder in their path, Grandpa might have Ryoko attempt 
to lift the rock using her Super-Strength or have Tenchi cut 
through it with his sword. Any time a character attempts to use a 
power, the player must make a successful Soul Stat check. If the 
roll is unsuccessful, the character is not able to manifest his or her 
power. Ifthe roll is successful, however, the character is able to use 
the power at full capacity for one round. Additionally, if the roll is 
successful, the character gains a -1 bonus on all future Soul Stat 
checks when attempting to use this power. This bonus increases 
each time a character successfully uses a power. For example, after 
the first time Ryoko uses her Super-Strength, she gains a -1 bonus 
on all subsequent Soul Stat check to use Super-Strength again. 
When she successfully uses Super-Strength a second time, the 
bonus will increase to -2 and further increase to -3 after it is 
successfully used a third time. When a character successfully uses 
a power five times, he or she has finally mastered the ability and is 
no longer required to make a Soul Stat check to utilize the power 
(unless the power itself requires a Soul Stat check). 


Each character should be presented with a couple of 
challenges to test a variety of their abilities. These tests will 
obviously depend on the power being tested, but Grandpa is 
intent on finally teaching his charges the powers that they possess. 
The trip to town will take about a week so the characters should 
have plenty of time to try out some of their powers. 


3 — THE QUEST FoR KAGATO 


When the characters arrive in the desert city, they will need 
to navigate the nest of villainy and try to find someone who is 
willing to point them towards Kagato or who might know more 
about the miscreant’s location. To make matters more difficult, 
Kagato recently learned about his robots allowing Ryo-Ohki to 
escape and has sent forces to the planet to find the cabbit and 
capture it. The robots are moving in pairs through the city, 
attempting to find Sasami’s little friend. 


The characters will likely have a difficult time since they must 
constantly be vigilant of Kagato’s robots while attempting to 
convince some of the coldest hearts in the galaxy to help them. 
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Grandpa will follow the characters lead, offering advice and 
wisdom when warranted, but trying to allow the characters to 
forge their own destiny. He knows that the characters must learn 
to deal with things by themselves if they are to stand a chance in 
the trials to come. If, however, the characters manage to get 
themselves into serious danger, with no hope of getting out in one 
piece, he will step in and take a more active role in things. Once 
things are straightened out, however, he will step back and again 
allow the characters to proceed, learning things the hard way if 
necessary. In short, do not allow Grandpa to solve the characters’ 
problems. He is there to teach the characters some of the things 
they will need to know, not to solve their problems for them. 


How the characters proceed is up to them, but they will have 
to convince someone to give them a piece of information that 
might help them find Kagato. Bribes, threats, offering a service, 
and a variety of other ideas will work, depending with whom the 
characters speak. Most of the people in the city have their own 
interests at heart and care little for those around them. The key is 
to determine each person’s motive and goal and appeal to them in 
some way. The characters should eventually learn of a bounty 
hunter in town who apparently did a job for Kagato very recently. 


Also, during this time, Kagato’s robots will be searching for the 
cabbit. Worse than that, some of the people of the city may decide 
that they can make a quick buck if they turn the cabbit over to the 
robots. If the characters are careful, they should be able to convince 
people that Ryo-Ohki is not the cabbit the robots are looking for, 
keep Ryo-Ohki hidden from sight, or find some other way of 
avoiding the problem. If, however, the robots spot Ryo-Ohki, the 
characters might have to deal with a few of Kagato’s henchmen. 


4 — Naai 


After the characters learn that the bounty hunter who helped 
Kagato capture Sasami is Nagi, they will now have to find her. 
With a little effort, they will eventually locate Nagi in a bar, 
enjoying some drinks with the money that she earned from her 
work for Kagato. Seated beside her is Ken-Ohki, her own cabbit. 
When Ryo-Ohki sees the male cabbit, there is an instant, obvious, 
and mutual attraction. While the characters may not be thrilled 
with Nagi’s mercenary attitude about things, the two cabbits seem 
to not care, focused only on each other. 


At first, Nagi will put on a tough face and will not back down 
from the characters. She did a job and got paid for it. If that 
bothers the characters, that’s their problem. Unlike most of the 
other people in the bar, however, Nagi does have a bit of a sensitive 
side and is not thrilled with herself for helping Kagato kidnap a 
young girl. She has been struggling with her actions ever since, 


trying to justify it by telling herself, though not entirely 
convincingly, that she was just doing a job. If pressed, Nagi will tell 
the characters that if they pay her, she will give them the 
information for which they are looking: the location of Kagato's 
base. The amount of money, however, is well beyond the 
characters’ means. They don’t have remotely enough money and 
it would take years for them to gather those funds. Nagi will offer 
an alternative — if the characters can beat her in a race, they can 
pay her with their winnings. Since they will be the underdogs in 
the race, the odds will be enough to increase the money they do 
have to Nagi’s fee. The race will be around the planet once in their 
cabbits, Ryo-Ohki and Ken-Ohki. If Nagi wins, they do not get the 
information and lose all of their money. If the characters win, Nagi 
will give them the information they need and they still lose all their 
money. It may not seem promising, but it is the only hope they 
have to discover where Sasami is held captive. 


5S — THE Cassit RACES 


Once word of the race between Nagi and the characters 
spreads, everyone shows up intent on watching the show and 
hopefully making a quick buck through betting. As the characters 
prepare for the race, they will hear people talking around them, 
discussing the odds. It seems Nagi is one of the fastest pilots in the 
universe and only two bets have been placed in their favour (and 
one of them was their own). 


The race is simple — the two ships must travel completely 
around the planet and land back at the star port. The first ship 
back is the winner. Aside from that, everything goes. When this 
last rule is explained to the characters, Nagi will turn a wicked, 
ominous smile towards the characters. 
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Once the race begins, Ken-Ohki and Nagi will blast ahead of 
the characters, quickly opening some distance between the two 
ships. How the characters catch up is their choice, but Ken-Ohki 
shows no signs of slowing and, if they hope to win the race, they 
must do something. If the characters, somehow, manage to 
catch up, Nagi will do almost everything she can to slow the 
characters down, even firing upon Ryo-Ohki. Any character on 
the who makes a successful Mind Stat check with a +4 penalty 
will notice that Nagi actually appears to be holding back. All of 
her shots are designed to look dangerous, but she is not 
targeting Ryo-Ohki’s engine nor is she really trying to seriously 
damage the ship. Is this Nagi’s doing or is Ken-Ohki possibly 
missing on purpose, unwilling to injure the cabbit with whom he 
has become enamoured? 


As the characters and Nagi begin closing in on the city finish 
line, they will spot a more serious threat. It seems that the robots 
Kagato sent to the planet have learned of the race and have decided 
to finally deal with Ryo-Ohki. As soon as the characters spot the 
blockade, Nagi and Ken-Ohki will launch forward, interposing 
themselves between the characters and Kagato’s forces, just in time 
to block a barrage of shots. When Nagi moves to intercept the 
enemy ships, a successful Mind Stat check will reveal an opening. 
If the characters make a break for it now, they can slip through the 
blockade and land on the planet and win the race. Do the 
characters take this opportunity or do they move to help Nagi fight 
off the robots? That is a choice that only they can make. 
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If the characters make a break for it, they will land on the 
planet. In the sky, behind them, they will see signs of a fierce 
firefight as Ken-Ohki and Nagi destroy Kagato’s small fleet. A 
short time later, the two will land, obvious signs of battle damage 
visible along Ken-Ohki’s hull. True to her word, Nagi will reveal 
the location of Kagato’s base, but she is not impressed with the 
characters — she is only fulfilling her side of the bargain because 
she gave her word. 


If, instead, the characters go to Nagi’s aid and help her 
destroy the enemy ships, the battle should be short and exciting as 
the two powerful vessels cut through the smaller, weaker ships. 
Once the battle ends, Ken-Ohki will fly over to the ruins of a ship 
and fire a few more shots into the destroyed vessel. This will 
provide the character with an excellent chance to get a bit of a 
jump on Nagi, though it is up to them to notice the opportunity for 
what it is. As soon as the characters begin flying towards the finish 
line, Nagi and Ken-Ohki will turn their attention from the 
destroyed vessels and begin to race after the characters. While it 
will be close, the characters will be the first ship to land. Again, 
true to her word, Nagi will give the characters the information for 
which they asked. Before they leave, Nagi will give the characters 
a friendly smile and wish them well, with a wink. 


6 — TIME FoR KAGATO 


When the characters leave to face Kagato, Grandpa will 
inform them that he will be remaining behind — he has taught 
them everything they need to know. It is now time for them to face 
their destinies. With that, he will return to the carrot farm. 


Kagato’s base is quite a distance away, hidden in deep space. 
Since he has ordered a large portion of his troops to search for Ryo- 
Ohki, there are very few vessels left behind to defend the base. His 
own personal vessel, the Soja, however, is present and that should 
present enough of a threat. How the characters proceed at this 
point is up to them. They know that Sasami is probably held 
captive on the Soja so they clearly cannot destroy it. Somehow, 
they must get on board the ship and rescue the young princess. It 
will take some careful planning and a lot of luck to sneak past the 
few remaining robot vessels, get aboard the Soja, get out with 
Sasami, and get away. 
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Kagato's robots, while fiercely loyal and tough, are not very 
intelligent. Carefully executed subterfuge could easily draw the 
remaining vessels into a trap or distract the robots long enough for 
the characters to slip past. Getting into the Soja, however, will be 
more challenging. The ship is incredibly tough and well 
armoured, but if the characters have mastered some of their 
powers, they may be able to use them to get aboard the starship. 
Once inside, they will need to avoid detection from Kagato’s 
soldiers who are roaming the halls, carrying out their duties. Also, 
the ship is enormous so they will have to figure out where Sasami 
is being held. Once found, they must rescue her. By this point, 
Kagato’s system will have discovered the characters and alerted 
him of their presence. At first, Kagato will be outraged that these 
kids are attempting to foil his plans, but will quickly recognize that 
two princesses of Jurai make a better bargaining tool than one. If 
he can also capture Ayeka, he will surely be able to influence the 
throne of Jurai while he takes over the galaxy. What about the 
other characters? Well, they are of no use so he will attempt to 
dispatch them as quickly as he can so he can get back to his plans. 


Have the characters sufficiently mastered their abilities to be 
able to defend themselves from Kagato or will this battle prove to 
be the catalyst that fully unlocks their powers? 


CAMPAIGN EXTENSION 


This adventure can extend into a campaign with little effort. 
If the GM wished to further explore this alternate reality, he or she 
could have the players figure out their new role in the universe. A 
short while ago, they were simple carrot farmers on a backwater 
planet in the galaxy. Now, they have powers that set them apart 
from everyone else. Clearly, they have a destiny to fulfil. What is 
that destiny? That’s up to you to decide. Also, what if Kagato 
survives? Surely his plans to take over the entire galaxy have not 
ended simply because this one plan was foiled. Also, while this 
foiled plan will not stop Kagato’s conquering ways, it will certainly 
make him furious with the characters for their interference. 
Finally, why is Ayeka, a princess of Jurai, living on a distant planet 
as a carrot farmer? Is she trying to hide from her responsibilities 
to the throne or is someone trying to keep her hidden from those 
who would use her against Jurai? If it is the later, how did Kagato 
know she was a princess of Jurai? 
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SETTING 


This adventure is set shortly after the Tenchi Universe TV 
series. Tenchi has returned to Earth, followed shortly after by 
Ryoko and the rest of the group. Within the next week or two, the 
chaotic lives of the characters return to normal at the Masaki 
household. This is designed as a high-action adventure where the 
characters will do more than a little fighting before the day is done. 
That is not to say, however, that the characters will not depend on 
their wits and intelligence. It is doubtful the characters will 
succeed if they rely solely on their brawn. A mix of power and 
brains are necessary if the characters hope to save the universe. 


SToRY BACKGROUND 


After saving Jurai and the universe from the diabolic 
machinations of Kagato, the Universal Science Academy inducted 
Washu and honoured her for her achievements. In the following 
weeks, Washu busily worked on numerous complex calculations, 
and built enormous, fantastic machines. Initially, despite her 
hectic schedule, Washu somehow managed to spend time with 
Tenchi and the gang. A month later, however, Washu stopped 
joining the others for meals, and spent most of her time in her 
laboratory, working on her experiment. 


A month after Kagato’s defeat, the Science Academy 
discovered that the machine on which Washu was working was a 
powerful weapon designed to destroy the universe. Upset that a 
member would use her vast knowledge for destruction, the 
Academy kicked out Washu. Around the same time, Washu 
became withdrawn and distant, spending little time with the 
others and secluding herself in her laboratory for days at a time. 
Whenever someone visited her or tell her dinner was ready, she 
would brusquely wave him or her off and return to her work, 
muttering to herself. Tenchi and the others are becoming 
increasingly concerned that something is wrong with Washu. 


Unbeknownst to everyone, Washu created another Mecha- 
Washu version of herself; this time, she successfully implanted her 
mental patterns into the robot. Thrilled she had now effectively 
doubled her capabilities, she instructed Mecha-Washu III to work 
on a variety of scientific experiments while she visited Tenchi and 
the others (and studied Tenchi’s potential...). Washu did not 
realize, however, that Mecha-Washu III developed some faults in 
the mind-transfer process and lacked some of Washu’s moral 
restraints. Mecha-Washu III used her vast scientific genius to start 
building a Universal Doomsday Weapon with the intention of 
destroying the universe so she could rebuild it according to her 
specifications. Clearly, as a super genius, Mecha-Washu III knew 
how to make a better universe than the one that existed. When the 
Science Academy kicked Mecha-Washu III out, Washu decided 
there was a problem with her second creation and attempted to 
shut the machine down for a diagnostic test. Mecha-Washu III, 
however, was not so keen on the idea. First, she is a super genius 
so clearly there was nothing wrong with her. Second, being shut 
down would take away valuable time from her experiments and 
this was simply unacceptable. Thus, when Washu tried shutting 
her creation down, Mecha-Washu III turned the tables and 
trapped Washu in a time-stasis bubble. With Washu out of the 
way, Mecha-Washu III was able to return to building the Universal 
Doomsday Weapon. Her goal: destroy the universe, and finally 
make a better one. Now if she could just stop those annoying 
people from inviting her to meals... 
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CHARACTERS 


This adventure is designed for three to five players who will 
each play one of the show’s main characters: Tenchi, Ryoko, Ayeka, 
Sasami, Ryo-Ohki, Mihoshi, Kiyone, or Yosho. Characters such as 
Nagi, Azaka, and Kamidake are certainly available since it is quite 
likely they would have become swept up in the “Never-Ending 
Carnival” that is Tenchi’s life. If the GM has more than eight 
players, they can simply modify the adventure by adding 
additional antagonists to ensure the adventure is still challenging 
for the characters. 


IMPORTANT NPCs 


ALLIES 


The characters can call upon any of the main characters not 
being used as well as any allies the characters normally possess 
(the Galaxy Police for Mihoshi and Kiyone, for example). GMs are 
encouraged, however, to ensure the NPCs do not steal the show — 
allow any of the characters’ allies to provide some assistance, but 
make sure the player characters are the heroes of the adventure. 
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The characters must face one main opponent — the mad and 
maniacal Mecha-Washu III. The construct will also throw a variety 
of robots and other dangers at the characters to ensure they do not 
interfere with her goal of rebuilding the universe. 


MrecHA-WasHuU MArk Il 
80 Mecha Points 


This is the third generation of the Mecha-Washu robot (see 
page 65) but using Washu’s knowledge, Mecha-Washu III has 
made some modifications to herself. She deactivated her self- 
destruct system and the power switch normally found on all other 
Mecha-Washu models. She also enhanced her durability. 
Mecha Sub-Attributes 


Armour Level 6 (24 MP), A.I. Level 6 (12 MP), Life Support 
Level 2 (2 MP), Reincarnation (Spare Body, 2 MP), Toughness 
Level 4 (12 MP), Weapon Level 4: Mecha-Washu Beam (60 
Damage, 16 MP), Weapon Level 4: Mecha-Washu Punch (75 
Damage, Short Range, 2 MP), Unique Attribute (possesses 
Washu’s Mind and Mind-based Skills, 12 MP) 

Skills 


Washu’s Mind-based Skills (see Washu, page 55) 


Mecha Defects 
Reduced Capacity (2 MBP) 


Stats 
Body 10, Mind 11, Soul 5 


Derived Values 


Armour: 60, Health Points: 120, Energy Points: 40, Attack 
Combat Value: 8, Defense Combat Value: 6 


CHARACTER GOALS 
1 — Figure out what Washu (really Mecha-Washu III) is doing. 


2— Track down Mecha-Washu III. 
3 — Stop Mecha-Washu III from destroying the universe. 
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1 — Sorry, I REALLY Must Be 
Goines Now 


The day is beautiful and life enjoyable. The Masaki 
household are up to their normal routine and everyone is relaxed. 
It has been two months since Kagato’s defeat and things have been 
peaceful and serene since (well, except when Ayeka and Ryoko 
decide to antagonize each other). Sasami finishes cooking a large 
lunch and calls everyone in to eat. After everyone gathers around 
Sasami’s latest culinary masterpiece, they remember that Washu, 
yet again, has not joined them. If nobody suggests informing 
Washu that lunch is ready, an NPC (Nobuyuki, for example) 
speaks up. 


Whoever goes to Washu’s laboratory finds her laughing 
heartily (almost maniacally), rubbing her hands together. Before 
the character can speak, Washu says, “ Finally. My Universal 
Doomsday Weapon is finished. Now I can rebuild things the way 
they should be. Now, where did I put the ... Oh yes. Here is it.” 
With that, Washu presses a button ona small device and the entire 
lab resonates with a low hum for about 5 seconds before Washu 
and the large machine she has been working on these past few 
weeks suddenly vanishes. Just before everything disappears, the 
character might (on a successful Mind Stat Check) see someone 
who looks amazingly like Washu in an energy field. 


@ — Excuse Me, But Wuat Just 
HAPPENED? 


With Washu vanishing, along with her ominous final words, 
the characters should be concerned. Washu was clearly up to 
something and, if she has created a doomsday weapon that can 
destroy the universe, that might explain her distant mood of late. 
The characters must search Washu’s laboratory to find answers to 
their questions; what did she build, where did she go, what 
happened? Ifthe characters do not think of searching Washu’s lab, 
one of the NPCs can suggest it to the player characters. 


When the characters search Washu’s lab, they might activate 
a few defense mechanisms that Mecha-Washu III left behind (as 
well as a few security systems that Washu installed herself). While 
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the characters search, have each character make a Soul Stat check, 
one for each character per five minutes that the group spends in 
the lab. For each five-minute period, if any character fails the Stat 
check, he or she has activated one of the following security systems 
(activated in order): 


A) Stasis Field Projector 


0 Damage, Area Effect, Incapacitation (Soul Stat check at +2 
penalty), Incurable, Limited Shots (two shots remaining). The 
projector has 20 points of armour, a Level 2 Force Field, and can 
sustain 50 points of damage before being destroyed. It has an 
Attack Combat Value of 8 and a Defense Combat Value of 0 (it does 
not make DCV rolls). The projector always fires on initiative 10. 
Anyone trapped in a Stasis Bubble can be rescued by inflicting 30 
points of damage to the bubble itself (Area Effect attacks will 
damage the character trapped within the bubble as well). This is 
the security system that trapped Washu in a time-stasis bubble. 


B) Constricting Web Generator 


30 Damage, Burning, Flexible, Spreading, Tangle. The 
generator has 20 points of armour, a Level 2 Force Field, and can 
sustain 50 points of damage before being destroyed. It has an 
Attack Combat Value of 8 and a Defense Combat Value of 0 (it does 
not make DCV rolls). The projector fires twice each round, always 
on Initiative 10 and 5. 


C) Laser Defense System 


40 Damage, Accurate, Auto-Fire, Force-Field Penetrating. 
The laser defense system has 40 points of armour, a Level 3 Force 
Field, and can sustain 70 points of damage before being destroyed. 
It has an Attack Combat Value of 8 and a Defense Combat Value of 
0 (it does not make DCV rolls). The laser defense system fires 
twice each round, always on Initiative 10 and 5. 


D) Teleporter 


Any character hit within the lab must make a successful Soul 
Stat check with a +4 penalty or else be teleported 5 metres above 
the lake outside the Masaki household. The teleporter (and the 
fall into the water) inflicts no damage at all. This non-lethal 
defense system was probably one of Washu’s systems, not one 
installed by Mecha-Washu III. 


E) Self Destruct 


A countdown commences, starting at “10 seconds until self 
destruct” — or one full round before the lab explodes, which 
inflicts 80 points of damage to everything within the laboratory. A 
character who makes a successful Mind Stat check (with Skills 
such as Electronics, Computers, and whatever else the GM deems 
appropriate) may stop the countdown sequence, but a failed roll 
cuts whatever time remains in half. 


If there are more than five characters in the group, and the 
GM requires more security systems (the player characters failed 
more than five Soul Stat checks), he or she create additional 
systems using the above examples as a rough guideline. 


Any character searching Washu’s lab for clues about her 
activities these past few weeks may make a Mind Stat check (with 
skills such as Police Sciences, Computers, and whatever else the 
GM deems appropriate) with a +3 dice roll penalty. The GM 
should have any player searching the lab make one roll every five 
minutes that they are looking for clues (thus forcing everyone 
present to make a Soul Stat check and risk activating a security 
system). The characters can find the following clues in the lab (the 
GM should reveal clues that seem appropriate to the type of search 
being conducted — obviously the most important clue is Clue A): 


A) Spatial Co-ordinates 


The character finds a sequence of numbers resembling spatial 
co-ordinates. If the characters check a map of space, they discover 
the co-ordinates pinpoint a small planet about 100 000 km from the 
centre of the Mily Way galaxy — a critical location for the stability 
of the entire universe! 


B) Design Schematics 


The character uncovers engineering blueprints showing the 
machine Washu was working on the past few weeks. If a character 
makes a successful Mind-based Mechanics (Weapons) roll, he or 
she can tell the design is for a powerful weapon. It appears the 
weapon can teleport black holes to a specific location. 
Hypothetically, if used to transport enough black holes into one 
location, the resulting super-black hole could collapse the universe 
upon itself. 
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C) Operations Log 


The character discovers Washu’s Pseudo-Space Mind 
Digitizer’s operations log (see page 66). It seems Washu used the 
device shortly the Science Academy inducted her. 


D) Extra Mecha-Washus 


The character finds a large storage device filled with inactive 
Mecha-Washus. One slot has the remains of the original Mecha- 
Washu accidentally programmed with Mihoshi’s mind. A second 
slot holds the remains of the Mecha-Washu (Mark II) programmed 
with Ryo-Ohki’s mind. There is a third, empty slot. 


With some effort, perseverance, and a good amount of luck, 
the characters should be able to find all the clues hidden in 
Washu’s laboratory. Piecing the information together to 
understand what is happening, however, will require the 
characters to piece the puzzle together correctly. The GM should 
have the players try to figure out what everything means without 
them relying on a dice roll to figure it all out. Part of this adventure 
is centred on solving a mystery; reducing that aspect to a simple 
dice roll detracts from the heart of this notion. After all, if the 
characters find all (or at least most) of the clues, they should have 
little to no difficulty figuring out what happened. At the very least, 
if the characters search the lab, they should at least find the spatial 
co-ordinates to know where Mecha-Washu III went. Also, 
remember the characters will almost certainly find some other 
interesting tidbits of information while searching the lab, so the 
GM should not hesitate to provide them with a red herring or two. 


3 — TIME TO SAVE THE UNIVERSE, AGAIN 


Now that the characters know where “Washu” went, all they 
need to do is find and stop her. Simple. After all, preventing a 
genius bent on destroying the entire universe should be a breeze... 


Mecha-Washu III transported her Universal Doomsday 
Weapon and the time-stasis bubble holding the real Washu to the 
moon of a planet approximately 100,000 km from the centre of the 
universe. By her calculations, if she can transport 100 black holes 
to the exact centre of the universe, they will form a super-black 
hole, creating a gravity-well strong enough to collapse the entire 
universe. After the collapse, there will be nothing left, allowing 
Mecha-Washu III to rebuild the universe as she sees fit, from the 
atom up. She plans to protect herself by entering the time-stasis 
bubble with Washu. Within the bubble, Washu and she will be 
immune from the effects of time and therefore immune to the 
collapse of the universe. Once the universe is obliterated, time will 
cease to exist so the time-stasis bubble will also vanish (one cannot 
have a time-stasis bubble without time). Once free from the 
bubble, she can move to Stage Three of her plan — the rebuilding. 
She thought about destroying the real Washu to ensure she does 
not meddle in Mecha-Washu’s grand plan, but she believes Washu 
will approve of her scheme once she recognizes the genius of it. 
The two Washus can then rebuild a bigger and better universe — 
after all, two geniuses are better than one. 


To ensure she is not interrupted, Mecha-Washu III is busy 
setting up a defensive perimeter. Once she finishes with that task, 
she can set up the weapon and finally complete Stage Two. 
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When the characters arrive, Mecha-Washu III is putting the 
finishing touches on her defense system. Most of it is operable, 
immediately springing to life when the characters arrive. When 
Mecha-Washu III sees the characters, she quickly finishes what she 
is doing and rushes off to set up her weapon. She is not worried that 
the characters may actually stop her, but their meddling may throw 
her precise calculations off if the inflict too much damage before her 
defense systems finally deal with them. She therefore wants to 
proceed with things quickly to avoid any potential problems. 


The defense system includes the following devices: 


DEFENSE SATELLITES 

20 Mecha Points each 

There are ten defense satellites orbiting the moon, creating a 
massive force field around the planetoid (and the satellites). The 
satellites have weapons designed to drive away anyone attempting 
to reach the moon’s surface. 
Mecha Sub-Attributes 

Armour Level 1 (4 MP), A.I. Level 3 (6 MP), Force Field Level 
4 (16 MP), Life Support Level 1 (2 MP), Weapon Level 1: Energy 
Beams (15 Damage, Auto-Fire, Short Range, 4 MP), 
Mecha Defects 


Other Mecha Defects: Less Armour (-5 armour, 2 MBP), No 
Arms (2 MBP), No Ground Movement (2 MBP), Not So Tough (2 
MBP), Reduced Capacity (2 MBP), Unique Defect (the Force-Field 
decreases by one Level for each Defense Satellite destroyed, 2 
MBP) 

Stats 


Body 7, Mind 3, Soul 0 


Derived Values 


Armour: 5, Attack Combat Value: 5, Defense Combat Value: 
3, Health Points: 30 


ASSAULT DRONES 

20 Mecha Points each 

There are 8 assault drones programmed to attack anything 
coming near the moon; they provide a first line of defense. 
Mecha Sub-Attributes 

Armour Level 1 (4 MP), A.I. Level 5 (10 MP), Space Flight 
Level 2 (4 MP), Weapon Level 2: Blaster (30 Damage, Auto-Fire, 
Limited Shots, Slow, 8 MP) 
Mecha Defects 

No Arms (2 MBP), No Ground Movement (2 MBP), Other 
Mecha Defect: Reduced Capacity (2 MBP) 
Stats 

Body 10, Mind 4, Soul 0 


Derived Values 


Armour: 10, Attack Combat Value: 7, Defense Combat Value: 
5, Health Points: 40 
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The characters have five rounds to breach the defense system 
before Mecha-Washu III activates the Universal Doomsday 
Weapon. If the character successfully bypass the defense system 
before Mecha-Washu III activates the weapon, she attacks the 
characters. Since she is planning to destroy the universe, she will 
not hold back in the fight — after all, they will all die in a few 
minutes anyway. If the characters defeat Mecha-Washu III, they 
will have saved the universe. 


If the characters, however, do not defeat the defense system 
in five rounds and Mecha-Washu III activates the Universal 
Doomsday Weapon, they have another five rounds to stop it from 
activating. If Mecha-Washu III believes the characters can 
interrupt her weapon (they are about to break through the defense 
system, for example), she remains outside the time-stasis bubble 
to hold them off long enough to ensure her plan unfolds without a 
problem. Conversely, if it looks like the characters have little 
chance of stopping her plan (the defense system is holding them at 
bay, for example), then she steps into the time-stasis bubble and 
waits for the universe to end. 


The Universal Doomsday Weapon has 80 points of armour 
and can suffer 120 points of damage before being destroyed. If 
attacked, it defends itself with defense lasers. The lasers inflict 40 
points of Damage and have the following weapon abilities: 
Accurate, Auto-Fire, Force-Field Penetrating. It has an Attack 
Combat Value of 8 and a Defense Combat Value of 0 (it does not 
make DCV rolls). A character may stop the weapon by attempting 
a Mind-based Electronics or Computers Skill check (or another 
Skill if the GM deems it applicable based on the situation). The 
check is made with at least a +4 penalty — Mecha-Washu III has 
built some advanced features into the weapon’s computer system. 
GMs should also allow players to devise other means by which 
their characters can stop the weapon, applying dice roll modifiers 
as applicable for the attempt. There is no one right way to stop the 
weapon, but it will be very difficult (but not impossible). 


CAMPAIGN EXTENSION 


This adventure can easily launch into a campaign if the GM 
and players desire. If the characters successfully stop Mecha-Washu 
Ill, there is a chance Washu may activate Mecha-Washu Mark IV. 
What if sorts of problems will this new version create? Washu’s 
track-record with her Mecha-Washu’s is not glowing so far, so it is 
likely the next one will generate all sorts of interesting problems. 


Additionally, what if there was no real problem with Mecha- 
Washu III — what if Washu wants to destroy the universe and 
rebuild it or something else equally nefarious? Could Washu be a 
mad genius willing to use her scientific knowledge for any 
purpose? Could she be one misstep away from becoming the 
characters’ next nemesis? 


Lastly, what if Mecha-Washu III succeeds? What sort of 
universe will she (and the real Washu) create? Does the real 
Washu shut down Mecha-Washu III and rebuild the universe the 
way it was? Do the two of them work together to create an odd and 
exciting new universe, complete with the characters, but all 
created in Washu’s vision? Does Mecha-Washu III decide that the 
real Washu is faulty and kill her, creating her own mecha-utopia? 
What sort of alternate Tenchi Universe would a genius create? 


Lx oS 


PLANNING 


Taro Maki 
Toru Miura 


ORIGINAL PLAN & CHARACTER 
DESIGN 


Masaki Kajishima 


Concept DESIGN 
Atsushi Takeuchi 


SERIES CONSTRUCTION 


Ryoe Tsukimura 


SUPERVISING ANIMATION 
DirecToR/CHARACTER DESIGN 


Hiroyuki Horiuchi 


ART DIRECTOR 
Chitose Asakura 


Music 
Seikou Nagaoka 


SounD DIRECTOR 


Yasunori Honda 


PRODUCERS 
Kazuaki Morijiri 
Keisuke Iwata (TV Tokyo) 


DIRECTOR 
Hiroshi Negishi 


ENGLISH VERSION PRODUCER 
Kit Thomas 


ENGLISH VERSION EXECUTIVE 
PRODUCER 


Naoju Nakamura 


APPENDIX 


OPENING THEME 
“TENCHI Muyo!” 


LYRICS 
Natsuko Karedo 


Music 
Masato Ishida 


ARRANGEMENT 
Shintaro Ito & Taku 


VOCALS 


Sonia 


ENDING THEME 
“LUp-WALK IN GALAxY” 


ARRANGEMENT 


Ikuro Fujiwara 


JAPANESE LyRIcs 
Natsuko Karedo 


ENGLISH LYRICS 
Lorraine Feather 


JAPANESE VOCALS 
Ai Orikasa 


ENGLISH VOCALS 
Diane Michelle 


Se-Hig- eae & Hie (kee es 


Role-Playing Game and Resource Book 


Voice TALENT 
TENCHI 
Masami Kikuchi (Japanese) / Matthew K. Miller (English) 
Ryoko 
Ai Orikasa (Japanese) / Petrea Buchard (English) 
AYEKA 
Yumi Takada (Japanese) / Jennifer Darling (English) 
MIHOSHI 
Yuko Mizutani (Japanese) / Ellen Gerstell (English) 
KIYONE 
Yuri Amano (Japanese) / Sherry Lynn (English) NAGI 
Mizue Otsuka (Japanese) 
SASAMI 
Chisa Yokoyama (Japanese) / Sherry Lynn (English) KeEn-OHKI 
Masako Yajima (Japanese) 
Ryo-OnkKI 
Etsuko Kozakura (Japanese) / Debi Derryberry (English) SAGAMI 
Akifumi Endo (Japanese) 
WASHU 
Yuko Kobayashi (Japanese) / K.T. Vogt (English) MITSUKI 
Yuka Koyama (Japanese) 
KATSUHITO 
Takeshi Agno (Japanese) / Jay Hopper (English) MUREI 
Hiroko Konishi (Japanese) 
NoOBUYUKI 
Takeshi Agno (Japanese) / Mark Tracy (English) AMARUBE 
Tsutomo Kashiwagura (Japanese) 
KAGATO 
Norio Wakamoto (Japanese) / John Lee (English) YURA 
Yoshiko Nagashima (Japanese) 
AZAKA 
Kenichi Ogata (Japanese) TETTA 
Yoshio Kawai (Japanese) 
KAMIDAKE 
Wataru Takagi (Japanese) TESSEI 


Shinichiro Miki (Japanese) 


APPENDIX 


CHARACTER NOTES 


Player Name: 


HARACTER SHEET theractornane 
S 4) Age/Birth Date: 


Height: Weight: 
Physical Description: 


Combat alue} . 


Defense’ 
CombatiValue 


Character Points: 

Background Points Awarded: 

SkIPolmtes = 
Power Points: Alien Jurai____ Mecha_ 
Unused Advancement Points: 


Health Energ 
Points : Points 


CHARACTER ATTRIBUTES, SKILLS, AND DEFECTS 
Attribute, Skill, or Defect Level Point Cost Notes/Description 


TENCHI UNIVERSE © 1992-2001 AIC*Pioneer LDC, Inc. All Rights Reserved. GUARDIANS OF ORDER and TRI-STAT SYSTEM are trademarks of GUARDIANS OF ORDER, INC. 
This sheet may be reproduced for personal use only. 


CHARACTER INFORMATION 


Character Name: 


G&uUB-ATTRIBUTE SHEET Power Points: Alien 


Mecha 


Jurai 


ALIEN SUB-ATTRIBUTES 


Sub-Attribute Level 
Duplicate 

Flight 

Force Field 

Incorporeal Form 

Life Support 

Sensors 

Space Flight 

Super Strength 
Teleport 

Teleport Portal 
Weapon/Special Attack 


JURA! SUB-ATTRIBUTES 


Sub-Attribute 
Battle Costume 

Force Field 

Mask Power 

Telekinesis 
Weapon/Special Attack 


FORCEFIELD, WEAPON OR SPECIAL ATTACK 


Forcefield, Weapon or Attack 


Abilities 


OTHER Notes 


Level 


MECHA SUB-ATTRIBUTES 


Sub-Attribute Level 
Armour 

Artificial Intelligence 
Dimensional Portal 
Extra Capacity 

Extra Endurance 
Flight 

Force Field 

Life Support 

Mind Control 
Reincarnation 
Sensors 

Space Flight 

Special Equipment 
Star Drive 
Subordinate Mecha 
Summonable 

Super Strength 
Teleport Portal 
Toughness 
Weapon/Special Attack 


MeEcHA DEFECTS 


Sub-Attribute Level 
Awkward Size 
Conditional Ownership 
Other Mecha Defects 
Limited Endurance 
Mutual Damage 

No Arms 

No Ground Movement 
Not So Tough 

Partial Armour 
Reduced Capacity 
Weak Point 
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Ryoko, the dreaded space pirate. Ayeka, the crown Princess of Jurai. Sasami, the adorable and innocent 
young girl. Ryo-Ohki, the cute cabbit spaceship. Mihoshi, the bumbling Galaxy Police officer. Kiyone, 
her dedicated and competent partner. Washu, the Greatest Scientific genius in the universe. 


What do all of these women have in common? 
A particular, ordinary Japanese high school boy: Tenchi Masaki. 


Tenchi Universe is a sourcebook for the Tenchi Muyo! Role-Playing Game, covering the first 26-episode season of the popular anime 
television series. Inside, you'll find comprehensive episode summaries, additional game rules, new character write-ups, exploration of 
theme and setting, and two exciting adventures. The perfect companion for a Tenchi RPG campaign! 
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